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COVER STORY: 

Lake Geneva 

The End of the Beginning. 



aming took another giant step upward 
toward recognition as a nationwide hnbby with the 
culmination of the August convention at Lake 
Geneva, Wisconsin last summer. When you get 
wargame buffs to travel halfway across the country 
(Jerry White from Oregon, John Urbas and 
ensemble from New England) you know that 
wargaming has come of age. 

in a hobby where disorganization seems to be 
the current vogue, it is refreshing to report on one 
group that knew how to handle all phases of 
organizing and conducting- a convention of this 
scale. The success of any undertaking is dependent 
upon many aspects; publicity, geography, spread of 
responsibility, and main tain ance of interest, to 
name the important ones. 

Why was the convention a success? With 96 
warranters in attendance, you can hardly miss. But 
getting them there was the trick. Publicity began 
almost a year in advance and, with the aid of many 
clubs via house organs, continued to build right up 
to "game time. 1 ' Just two weeks prior to the event, 
a front-page feature on the convention ran in The 
Lake Geneva Regional News, followed by actual 
convention coverage in Ray Py's column of The 
Beloit Daily News. 

Lake Geneva, chosen in some respects because 
of its rather centralized location, had much going 
for it. It's also where convention chairman Gary 
Gygax lives. Gygax, fitting perhaps into the 
stereotype mold of a typical 30-ish mid-west 
family man who might sell insurance, is 
knowledgeable enough to realize thac you can't run 
a convention by yourself. Thus he and his 
immediate cohorts delegated authority and 
responsibility to approximately 30 members of the 
IFW (International Federation of Wargamers.) 

The maintainance of interest was, of course, 

(Continued on Page 3) 



No contest results had been as eager- 
ly awaited as the one we ran in the last 
issue (Contest #27). Why? Because it 
constituted a survey of preferences re- 
garding game-design elements, tabu- 
lation of which would largely determine 
Avalon Hill's future course of action. 

Each contest entrant was directed to 
assign numbers (3, 2 or 1) to each de- 
sign category with total point count de- 
termining preferences withineach group 
(see end of article). 

We fully realized that a built-in bias 
would be distorting the picture some- 
what and allowed for this in our ration- 
ale that follows. , . the bias leaning in 
the direction of complexity. It is ob- 
vious that preferences by subscribers 
would not reflect the public at large. 
However, it is the nut group for whom 
we design games primarily, not the 
public at large. 

In this light many of the results of 
the survey came as no surprise to our 
design and marketing departments. 
Certainly it was no surprise to see that 
the preference for Hex grid ovcrSquare 
Grid was overwhelming -the only clear 
cut favorite noted in the entire survey. 

Nor were we surprised to find that 
the basic (Stalingrad) system of resolv- 
ing combat proved least desirable scor- 
ing only 13% of total points. 

No Clear Cut Preferences 

What was surprising was the fact that 
there were no clear cut preferences 
shown in any other group. Even when you 
tally from a scoring system in which 
the least of the group will get X-number 
of points** one would still expect some 
clear cut choice over 2nd and 3rd bests. 

Not so, you fickle bunch of war- 
gamers. You certainly aren't in con- 
cert regarding design preferences. For 
instance: regarding retreats there was 
only a 6% difference between the choice 
for retreating thru blocking terrain and 
not retreating thru blocking terrain; and 
there was only a 4% difference between 
those who thought the retreat route 
Should be dictated by the winner arid 
dictated by the loser. 

Only 2% separated the top prefer- 
ences in the victory conditions group, 
with a slight edge going to the terri- 
torial objective method found in Bulge . 
Regarding which side, attacker or de- 
fender, should be dealt with regarding 
the effect of terrain on combat, there 
was only a 6% differential. The great- 
est indecision seemed to involve the 



method of stacking; a 37% choice ac- 
cording to number, 36% according to 

combat factors. 



A Few Surprises 

In the complexity grouping, again no 
clear cut favorite. Stalingrad, 1914 
and Blitzkrieg emerged rather close. . . 
with a relative surprise being the choice 
of Blitzkrieg over 1914, and 1914 but 
a mere 3% over Stalingrads. We were 
also surprised to find the choice of the 
Blitzkrieg substitute counter combat 
reduction method preferred over 1914's 
step-down system. 

Perhaps the greatest surprise oc- 
curred in the luck element group. We 
cannot understand why, after receiving 
thousands of complaints down through 
the years against the use of luck in any 
form, that such a majority of the re- 
spondents voted to retain the luck ele- 
ment, ,. indeed, the voting indicated 
quite the reverse in that 3b% actually 
desired two dice which would, of course, 
considerably increase the random luck 
element. On the other hand, the ma- 
trix system developed in our sports 
strategy games which keeps the luck 
element to an absolute minimum was 
roundly rejected. In all fairness to the 
entrants, a lack of familiarity with the 
matrix system certainly prejudiced this 
category. Nevertheless, it's there in 
black and white -- "No Dice" category 
scored but 25% of the total points (17% 
being the absolute minimum response 
possible in this group**. ) 



**Minimum response is equated as fol- 
lows: the least preferable In any group 
still scores a "1." 1 + 2 + 3 = 6... 6 
being "the total points possible within 
a 3-category group on any single sur- 
vey. Thus at the very worst no cate- 
gory could score lower than 1/6 of the 
total points... l/6 of 100$ - 17$. In a 
two-category group, in which only l's 
ami 3's are scored, lowest score possi- 
ble would be 25$ of total. In 4-cate- 
gory or more group, minimum response 
could have been 0, 



Newest Design Innovations Welcomed 

While clear cut choices in most 
groups were non-existent wc are grati- 
fied to report that our newest design 
innovations were well received. For 
examples: the new step -down combat 
results method scored 2nd best (from 
among five) and might have been first 
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had 1914 been in circulatian longer. 
1914's artillery system and victory 
condition method both scored 2nd best, 
the latter a mere 2% below the first 
choice. 

Perhaps the most popular of the new 
ideas, integrated for the first time in 
1914, was the method of turning the 
troop counters upside down to reflect 
hidden movement. . . preferred by a 
whopping 40%, 7% higher than the 2nd 
choice. 

Our Philosophy is Your Philosophy 

So what does it all mean? ? ? Incon- 
trovertibly we learned that Blitzkrieg 
is a dandy, that Stalingrad is a. sleeper, 
that 1914 poses the greatest challenge 
if, perhaps, a trifle too complex. 

Following your design preferences 
to the letter our next game naturally 
must. . . revert to full zones of control 
. . . utilize the hex grid. , . retain the con- 
secutive movement method. ., incorpo- 
rate upside-down counters. .. allow 
losers to determine retreat routes but 
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easy once the crowd had arrived. After all, it was 
"playing the game" that everyone had come for. 
The games were played in the Horticulture Hall 
right smack in beautiful downtown Lake Geneva, 
The games were also played in the Gygax home; in 
the Lake Geneva Hotel; in the Lake Geneva 
restaurants; you name the place, that's where 
games were in progress. 

Back at the Hall displays of all kinds, from 
miniatures to Naval ships to amateur games to 
Napoleon its to magazines to free coffee and 
donuts. even a few AH games, opened a broad 
variety of interests that kept participants involved 
clear through the dead of the night. Officially, the 
convention lasted but one day. Of course, many 
stayed over — one enthusiast, Jim Nelson from 
Sheldon, Iowa, arrived 4 days early looking tor 
"action." He found it, as did the majority who 
came in force on Friday descending upon the 
Gygax mansion in hot anticipation, 

Highlights centered around Gary Nemeth's 
Cleveland Wargamcs Club and the 700 individual 
naval miniatures they had constructed themselves. 
These and the "Fight in the Skies" games took up 
much of the space in the main 50' x 80' hall. The 
many side rooms housed AH, 3M, Gamescience 
and Western Enterprise merchandise. You name it 
— Chess, Go, Shogi, - tabic top games were in 
abundance. Ray Johnson's group up from Chicago 
produced a Napoleonics display that was 
particularly appealing. 

The only aspect missing was the inevitable 
ami-war demonstration, although in evidence were 
three suspicious characters attired in guru outfits 
and love medallions. Very much in evidence was 
IFW Vice-President, William Hoycr, whose photos 
of the convention make up this issue's cover 
montague. 

Helmits off to all members of the sponsoring 
IFW for giving us the end of the beginning... 



not thrublocking terrain. . . allow stack- 
ing both by number and factors. .. re- 
vert to substitute counters. .. continue 
the Line -of -sup ply me thod. .. revert to 
Guadalcanal for artillery camhat reso- 
lution. . . utilize point-count for victory 
conditions. . . revert to Stalingrad-Blitz- 
krieg complexity level. . . incorporate 
BLLtzkrieg's air power system. .. give 
defender the benefit of terrain factors. . . 
and continue with the present 1-die luck 
element method of resolving chance and 
combat situations. 

However. . . don't bet on it. 



ZONES OF CONTROL: 

*/0 10 Full zones of control (Stalingrad) 
JLo Partial zones (Gettysburg) 
3jL No ztmeE 1 1914) 

GRIDS 

QOfQ Square Grid 
'fd Hex Grid 

MOVEMIiNT 

£J% Consecutive 

jjl^ Sjiuulfaueouij (in experimental 
stage, only) 



HIDDEN MOVEMENT 

37% As m Getty»t>urg 

JJ As, in Guadalcanal 

y0 A* in 1^14 {upside-down counter&| 

RETREATS; 
{lf1y n Allowttd thru normally blocking 



ISOLATION ;,■ SUPPLY; 



53 



Not allowed thru blocking terrain 



STACKING 



*¥jfy *"to* Unit minimum {Tactics TJ) 
\*7 Stacked according to Units (.StaJin- 

J& Stacked according to combati'actors 
(Waterloo, 



COMBAT RESULTS METHOD: 



I2}f& Basic system (Stalingrad) 

na Substitute Counter reduction Bys- 
*° tem (Blitzkrieg) 

/CT Step-down reduction system (I?l4) 

1 f*f Wriltun reduction Pad ayptcffi 

{Guadalcanal) 

/tf Elirfi-Enflaued-RetreAt system 

(BuIrb) 



DIRECTION OF RETREAT: 

Zf % ft* nictated b y winner 
^ A, Dictated by loaer 



J*> ^F Replacement City pyslem (Stalin- 

Jj City source system (Blitzkrieg) 

/(b Supply quota system (D-Day) 

2,6 Line of oupply system (Bulge) 

*J*\ Supply Counter* iysttm (Airika 

*^ Korps, 

ARTILLERY; 

ftjflt lf ' 14 system 

36 Guadalcanal system 

fff' Gettysburg wquaj-e - find system 

f j Waterloo styetem 



COMPLEXITY l.RVEL! 

//% Tactics II 
^ff SUllfigrad 

J4 Blitzkrieg 

AIR POWER- 

Xf7o D - D »v 

if Bulge 
tftf Blitzkrieg 

VICTORY CONDITIONS- 
2o/a Conditional elimination (Stalingrad) 
3^ Point system (1914) 

.3* Territorial objective (Bulge) 

ROUGH TERRAIN FACTORS: 

^S/p Combat factors added to defender 

*rt Combat factors subtracted fromat- 
K*e taeker 

/a No effect 

LUCK ELEMENTS: 

3k7ij£ ^ ie roll using i die 

36 Oie roll using Z dice 

0_5 ^ v ^■ l;e —use matrix eyEtem 
[Football Strategy) 



Your Comments? ? ? 

Your comments on the survey and 
our accompanying rationale are invited 
...subjects of this nature could very 
well be approached with greater depth. 
The above was simply "surface -scratch- 
ing, " Your response to the survey in- 
dicated keen interest in this subject 
matter. .. care to explore further??? 
Address your comments to "Head of 
Marketing, " in care of this magazine. 
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Belgium— A Must 



by Brooke Duval 1 



Use of the Blitz Tactic 



by Michael Paluszek 

The blitzkrieg tactic has heen used 
for centuries by the great generals of 
history, It has been found to be one of 
the most effective tactics ever used, 
and the most useful, for even though it 
reached its optimum use with the advent 
of fast moving mobilized troops, the 
warriors of past times found great uses 
for it too. 

Generally speaking, the blitzkrieg, 
is merely the application of the indirect 
approach to fast moving troops. But 
on the gamebnards of the modern war- 
gamer does this always hold true? No 
it doesn't. 

Many people have mistakenly applied 
the term blitzkrieg to mean the use of 
powerful troops against enemy lines. 
Yet is this what the Wehrmacht did to 
accomplish its many victories of World 
War II? Of course not. 

The blitzkrieg began its first modern 
evolution with the Napoleonic era when 
the generals of that time discarded the 
ancient maxim of attacking the strong- 
est part of the enemy line first and then 
mopping up later. Instead they did the 
opposite. 

The following is ananalyzing of blitz- 
krieg. 

Exploiting the Hole 

First of all we will analyse the ex- 
ploitation of the unguarded portion of 
an enemy's line-the hole, 

A hole usually occurs when your op- 
ponent either; lacks the units to main- 
tain a line; wishes to draw you into a 
trap; discards some terrain which he 
believes to be impregnable; or is care- 
less. 

When a gap does occur in your op- 
ponents line you should be prepared to 
develope it to your best use. 

Before you exploite a hole you al- 
ways should ask yourself the following 
questions; do I have enough troops to 
exploite it, can I maintain an offensive 
in that area, and can he counterattack? 
Once you have determined that you can 
attack you must move as quickly as 
possible. Your main purpose here is 
to force your opponent to retreat, dis- 
rupt his communications and to smash 
his reserves. When advancing never 
worry unnecessarily about your flanks, 
for if you attempt to maintain full pro- 
tection for your advance units you will 



waste too much time and neutralize the 
purpose of your blitzkrieg. You must 
advance deep and wide quickly to break 
up any organized defense. You must 
cause confusion among his units never 
allowing them time to reform. You must 
press his flanks and exhaust his troops 
to smash his line. 

Breaking a Hole 

When you seriously wish to break a 
major hole in your opponents line you 
should always pick not only the weakest 
point but also the point from which you 
can do the most damage. When you 
have chosen the point of attack you then 
mass your troops making sure they are 
available simultaneously. Never attack 
piecemeal ! When you attack, attack at 
the best possible odds the focal point 
of your attack making sure to attack the 
adjacent squares. Remember when at- 
tacking never stray from your objective ! 

Envelopernent 

Enveloping the enemy should always 
be strived for. It is the most effective 
means for destroying enemy troops and 
must be used whenever the opportunity 
arises . 

As always use the armor as the 
spearhead for your attack, but do not 
use it to lay siege to the enemy, that 
is the infantry's job. 

Armor 

Your armored units are your most 
important assets. They are excellent 
for assault spearheads and mobile de- 
fense but never use them for static de- 
fense, they should always be kept mov- 
ing. 

Infantry 

Infantry is used mainly for static 
defense, soakoffs, minor attacks and 
for following up the armored spearheads. 

If you follow these maxima properly 
and conscientiously you will achieve 
your objectives - and victory. 

Michael Paluszek 

80 North Street 

Rye, New York 10580 



Ahft — the great debate on "Belgium" con- 
tinues. First, it was Lt. Carl Knabe suggesting 
that the tactic of late (turn 3) invasion 
ensured the Germans of victory in Belgium 

— When? (July-Aug.). Then, the honorable 
Andrew P. Engebretson says to ignor Belgium 
and, instead, bring the entire German weight 
to bear on the Longwy Belfort line in Belgium 

— Never (Sept-Oct.). Here, Brooke Duvall 
says they're both nuts and tells why. . . . 



It has been suggested that the Ger- 
mans (in "1914'') should attack only in 
the South, between Longwy and Belfort, 
because the French get 35 points if 
Belgium and Luxemburg are invaded. 
While it is true the Germans would have 
to get 175 points in the North to counter 
the 35 French points, I believe a care- 
ful study of the map board will show 
that the invasion uf Belgium is the only 
way to achieve a decisive victory. 

First let us analize the prospects of 
a "Southern Strategy. " The economic 
areas in the South are worth 8 points to 
the French and 20 points to the Ger- 
mans. Since these all are located on 
the French border it is not unreasonable 
to assume that most of them would fall 
to the German even if his major attack 
came against Belgium. Also Metz and 
Strassburg, worth 60 points to the 
French and 30 points to the Germans, 
will stay in German hands no matter 
which strategy is pursued. Now, if the 
"Southern Strategy" is used, after the 
easy economic objectives have fallen 
to the German onslaught what are his 
prospects? He now has 60 points in 
the South and the nearest objective is 
Rheims, worth a crummy 5 points. 
Between the German and Rheims are 
numerous French forts, the Argonne 
forrest, and a system of ridge squares 
that are ideal for the defender. For 
the sake of argument let ue assume a 
very successful German campaign in 
the South. Rheims, Paris, and Rouen 
fall to the Germans and almost all of 
France is subdued, I submit that even 
the most incompitent French general 
could hold the channel ports and the 
northern economic areas. He would 
have one flank protected by the channel, 
the other protected by neutral Belgium 
and the forts of Maubeuge. His short 
front would be protected by the Somme. 
What is the result of this extremely 
successful German attack that has con- 
quered almost all of France? The Ger- 
mans get 85 points plus points for de- 
stroyed French units. The Allies get 
20 points for Belgian cities and 23 points 
in northern France. The Germans are 
no where near a decisive victory. 
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Using the "Northern Strategy" the 
German gives up 35 points by invading 
Belgium and Luxemburg, but he lias 
access to 115 points, 60 in Belgium 
and 55 in northern France. In addition 
to this there are 2 Belgian corps, 3 
divisions, and 2 brigades that are easy 
to destroy because the Belgians do not 
get any replacements. This is another 
32 points. Also it is not unreasonable 
to expect minor success in the South 
which would result in the capture of at 
least 2 or 3 of the economic squares, 
another 15 points plus 30 for Metz and 



Strassburg. Therefore if the Germans 
can reach the Somme in the North and 
make minor successes in the South he 
has 192 points plus points for destroyed 
French and British units. The French 
will have 48 points plus points for 
destroyed German units. This is not a 
decisive victory but it is a lot closer 
than 85-43, This just goes to show that 
in 1914 the points are in the North. 

Brooke Duvall 
300 Gateswood Rd. 
Tin-ionium, Md, 



Jutland Play-by-Mail— Part II 



by Richard C. Giberson 



Qiberson continues here the series begun 
in the July-Aug. '68 issue. Layout of PBM 
tables and charts applicable to this series can 
be found in the July-Aug. issue and because 
of space limitations, are not re-printed in this 
edition. 



The extension of the PBM rules to 
the Advanced and Tournament game is 
fairly simple. Maneuver and Fire 
should really be simultaneous and can 
be in the PBM format. We should make 
the following adjustments to the Part I 
article; 

1. Movement in a diagonal direction 
should count 1,5 movement factors per 
square. Allow a ship moving in the 
diagonal direction with one movement 
factor left to move one more square, 

2. The- "squares" allowed for battle 
board entry should be revised accord- 
ing to Table I, This does two things; 
permits greater flexibility in initial 
line -up and makes the "hexagon" sides 
more nearly equal. Proper starting 
squares for nighttime is left as an ex- 
ercise for the reader. 

3. All Battle results tables should 
be converted to "stock tables" as fol- 
lows: 1-6 as is, 7 ■ 1, 3 = Z, 9 = 5, 
and = 4, or the modulu 6 method dis- 
cussed below should be used. 

If stocks are used I recommend 
choosing some fixed ones for Wind Di- 



rection, Flotation Hits, etc. A prefer- 
able method originally described by 
Tony Leal in Vol. 3 No. 3 of the GEN- 
ERAL ib the mod 6 method. This would 
work extremely well in JUTLAND using 
the following procedure: 

1. When sighting has occurred be- 
tween two TF'e players prepare in du- 
plicate, their starting placement and 
first move; a single OB sheet suffices. 
They simultaneously mail one of their 
sheets to the opponent. Each player 
then lists a firing pattern {ie. , Battles) 
on his own sheet (the duplicate he re- 
tained) and on the opponents sheet. For 
each battle players randomly list num- 
bers 1-6. A second number might be 
listed for each battle in case a "6" is 
rolled. Now, on agreed mailing date 
players exchange British (or German) 
sheets (not both). Now each player has 
in his possession a complete move for 
each side and Battles for each side. To 
avoid having the same "die-roll" in both 
the German and British battles players 
should list offensive and defensive num- 
bers. The proper "die-roll" is obtain- 
ed from Table II. Obviously this pro- 
cedure is extendable to Air Recon. and 
Red. Visibility, etc. just provide, ap- 
propriate boxes on your OB sheets to 
record the numbers. 

2. Players now make their nextma- 
neuver and fire turn and proceed as in 
1. It might also be advisable to ex- 



Enter 



E or W 



SE, SW, 



TABLE I 

REVISED GRID COORDINATES FOR 

INITIAL FLAGSHIP PLACEMENT 



AH on E21 or W21 from N12 to S12 inclusive N14E20, N15E19, N15E18, 
N16E17, N16E16, N17E15, N17E14, N18E13, N18E12, N19E11, N19E10, 
N20E9, N20E8, N21E7, N21E6, N22E5, N22E4, N23E3, N23E2, N24E1. 
(N24-0 is not allowed). 
AND NW use a similar set. 
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change the first turn sheets to assure 
you both got the same results. 

Some of the rules require additional 
clarification for PBM. 

Gunnery Facing - can be incorporat- 
ed with the "coordinate" system see 
Figures la and lb. 

Gunnery Facing Option 




Air Rec. - As stated in the Battle 
Manual this rule is useless (since Br. 
must call oat all TF's anyway). Change 
rule to read "if spotted British must 
tell the number and type of ships but 
do not give any names. For the "stock" 
method use 1 = 1, 2 and 3 = 2, all others 
visibility too poor. 

Smoke Screen - Merely indicate the 
path followed by ship laying smoke 
screen. 

Submarines - Sighting by subs re- 
quires the identification as in the rules. 
Players then simultaneously mail their 
"sub action. " 

Realistic Hidden Movement coming 
next. Torpedoes, and Broadsides to be 
fired to 1422 Agnes, Richland, Wash- 
ington 99352. 
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Historical Simulation Game for Two -1914 



by James H. Alley 



The statement carl be made, without 
too much fear of contradiction, that 
1914 is the most realistic wargame yet 
published. That is, if the historical 
simulation version is the one played. 
Unfortunately, this version would seem 
to require a third player, and this IE 
a commodity often hard to come by. 
Also, the third player's job is general- 
ly neither enjoyable nor interesting. 
So, we came to historical simulation 
without a third player. 

First, you need two players who 
trust each other. (AH right, but mira- 
cles do happen.) Now, we will go 
through the necessary rules step by 
step and explain the procedure for play 
with two people. 

The Inverted Counter rule does not 
pose a problem, as it was designed for 
use by two players. Neither does the 
Eastern Front rule, since allotments 
must be written down. The Game Vari- 
ation Rule provides a large problem. It 
is recommended, however, that this 
rule he omitted in the historical simu- 
lation game as it actually detracts from 
the game's realism by allowing situa- 
tions which did not exist during the ac- 
tual battle. This cannot be used with 
only two players, but it is recommend- 
ed that it be used only if you want to 
alter the existing basic situation. 

None of the other advanced game 
rules need a third player. It is strong- 
ly recommended that you drop the Time 
.Limit and Dummy Counter rules along 
with the Game Variation rule when 
playing the Historical Simulation ver- 
sion. This is because you now lack the 
knowledge of all your opponent's unit 
locations. The two first-mentioned 
rules were designed to offsetthis knowl- 
edge and are not necessary in the His- 
torical Simulation Version. 

We now come to the heart of the His- 
torical Simulation game -- Simultane- 
ous Movement, Delayed Command, and 

Hidden Movement. Simultaneous move- 
ment does not create a problem. It 
only necessitates the use of Mobilization 
Charts. This means everything must 
be written down. Thus you have some- 
thing to check your opponent on at the 
end of the game. Maybe you don't have 
to trust him after all. Delayed Com- 
mand can be handled with a bit of dili- 
gent work by the German player and the 
expenditure of a little more time. This 
rule is not absolutely necessary, but 
then the game takes some time to play 
and Delayed Command does add to the 
realism without sacrificing any play- 
ability. 

Hidden Movement is the main obsta- 



cle to Historical Simulation with two 
players, but it can be solved very sim- 
ply with cardboard, felt-tip markers, 
and a paper clip or two, Each side 
writes its move on a Mobilization Chart 
as explained inSimuitaneous Movement, 
with these exceptions. When moving, 
do not place the unit code of the unit in 
the square to which it is moving. If 
units wish to remain in place or to at- 
tack or move away from a square adja- 
cent to the enemy, place an "R" in the 
square along with the appropriate move- 
ment notation. It will be necessary to 
refer to the previous move's mobiliza- 
tion chart to see your exact units. 

For the sake of convenience we will 
use the viewpoint of the German player 
to describe how to discover when units 
collide or are adjacent to each other. 
The Allied player can perform the task 
just as easily by reversing the proce- 
dure. If you have pieces of shirt card- 
board, you will notice that their width 
corresponds very nicely to the width of 
the mobilization charts. Now after both 
sides have moved, the German player 
takes the cardboard and slides it as far 
east on top of his mobilization chart as 
is possible without covering any square 
adjacent to the final positions of his 
units. He then clips the chart to the 
cardboard. Then with a felt-tip pen or 
magic marker he colors in all squares 

left uncovered by the cardboard which 
are to the west of.the squares his units 
are adjacent to. He does not color 
squares adjacent to his units. This 
whole procedure should take only two 
to three minutes and is actually faster 
than comparison of moves by a third 



player. Irregular shaped pieces of 
cardboard may be cut and clipped to the 
German's chart to eliminate some of 
the area which needs to be colored. 
After using the magic marker, (black 
is good for this), the German simply 
aligns the Allied player's chart under 
his without looking at it and holds the 
whole thing up to the light. The Ger- 
man player sees all his units, but only 
lines, arrows, or "R"^ to indicate 
enemy units adjacent to or in collision 
with him. He does not know their 
strengths and he does not even see any 
enemy units which are not adjacent to 
him. Later, the comparison of the 
sheet's unit codes can be filled in at the 
units' destination. The German player 
then places units which are adjacent to 
enemy units on the board, upside down. 
The Allied player does the same. Bat- 
tles and collisions are handled with the 
Inverted Counter and Simultaneous 
Movement Rules, 

It is recommended that you use a 
different colored magic marker to keep 
track of the path of your EB units if you 
are playing the Germans. 

Although this system may sound 
complicated, you will find it to be quite 
Bimple, It will provide you with the 
ultimate in realism for a wargame with- 
out the necessity of a third player and 
will actually take less time than a third 
player. Besides, the Historical Simu- 
lation version finally gives the cavalry 
something to do, 

James Alley 

24 Lincoln Avenue 

Old Greenwich, Connecticut 06870. 



£wk Ueek \ 



Third Armored Division, Spearhead 
in the West, Frankfurt am main; Frans 
Joseph Henrich Drujzkerei 4t Verlag, 
1946. Dewey Decimal #940. B42 U58ts. 
PP 14-35 Describes the subordinate 
units and their role in the 3rd Armored 
Division. PP 14-15 mentions the sub- 
ordinate units normally under the CCA 
HQ especially 32 Armored Regiment 
(minus 1 Battalion. PP 16-17 does the 
same for CCB and its major component. 



33 Armored Regiment (minus 1 Batta- 
lion). PP 194 explains the organization 
of the cornbat commands and the sub- 
ordinate task forces. It also mentions 
that CCR was normally composed of 36 
Armored Infantry Regiment minus Z 
Battalions but plus 1 Battalion each 
from iZ tt 33 Armored Regiment, Al- 
so unless CCR committed organic and 
attached artillery was not given to it 
but supported the Armored Combat 
Commands. 
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All it Takes is Efficient Planning 



ARMY GROUP CENTER 



Area of Operations 
S17 to AA14 



by Emmet Dowlillg 



Many individuals have tried, and 
failed, to create what they felt was the 
perfect Russian defensive placement. 
It is my opinion that any placement, no 
matter haw well- thought out, is vulner- 
able to an adequate and efficient Ger- 
man plan. I would now like to relate to 
you a plan I have used with great suc- 
cess and 1 hope it will work for you as 
well as it has for myself. 

In the original caTnpaign, theGerman 
General Staff committed the majority of 
the German armor and armored infan- 
try to the northern central/central sec- 
tion. It was proposed that this force 
should drive toward Leningrad and 
Moscow, with the prime target being 
Moscow itself. The Germans also 
wisely used the geographical position of 
the Pripyat marshes to their advantage 
in order to break the Russian line in 
two. In the southern area (between 
Brest Litovsk and the Black Sea) the 
Germans planned to force the Russians 
to commit the majority of their army in 
this area by making a show of force with 
most of their infantry. 

Here then is my plan which is quite 
similar to the original German set-up. 
I have divided the German army into 
three groups; Army Group South, Army 
Group Center and Army Group North. 
Each of these groups will have a definite 
area of operations and a particular num- 
ber of divisions allotted to it as follows: 



ARMY GROUP SOUTH 



Area of Operations 
BB14 to PP13 



Units 
4 5-5-4 
17 4-4-4 
Z 3-3-4 

1 3-3-6 



In the south (BB14 to PP13), Army 
Group South will be used to draw as 
much of the Russian Army as possible 
to this area. This can be achieved by 
first placing six units of 4-4-4 and one 
unit of 3-3-6 between the Black Sea and 
square LL12 in the customary fashion. 
Next, six additional units of 4-4-4 must 
be placed next to Hungary {three atMM8 
and three atMM9)in order to attack the 
area of GG 11-12. The rest of Army 
Group South should be placed between 
AA and EE. Special attention should be 
given to these units so they can exploit 



a break in the Russian lines in the area 
of GG11-12 and FF11-12. In the south 
the German must only attack at 3-1 
odds, however, the German must attack 
at every 3-1 opportunity he gets. 

As the game progresses the Russian 
has to withdraw units from the south to 
reenforce the northern central/central. 
At that time, when the southern area is 
sufficiently weakened, the German should 
break through making Stalingrad his 
prime goal, with Moscow as a second- 
ary target. In this drive, the German 
must knife around the Russians in a NE 
direction toward the Pripyat Marshes 
and then swiftly wheel SE and smash the 
Russian's right flank (that is, the one 
nearest the Pripyat Marshes) driving 
him toward the Black Sea. The German 
should only use enough troops here to 
press him hard but not completely de- 
feat him. Remember! Keep Stalingrad 
as your main goal here. 



ARMY GROUP NORTH 



Area of Operations 
A3S to J30 



Units 



2 4-4-6 
All Rumanian 
All Finnish 

In Finland, where you have limited 
resources, consider the strength of the 
German forces here. Usually, the Rus- 
sian will commit from 18-28 defensive 
factors in this area, while the German 
will have 38 attack factors. Frequent 
soak-offs are ill-advised as you soon 
won't have any units to soak-off with at 
all. However, if the Russian places his 
units as to allow you to hit his flank, then 
by all means do so. You can attack at 
3-1 on a 5-7 or 4-1 on a 4-6 and still 
be able to protect your flanks from a 
Russian counter-offensive. If this is 
not possible, you can attack Leningrad 
at 1-2 if the Russian places a 4-6 or 
5-7 in the city. These 1-2 attacks can 
be repeated until you force him to re- 
treat or an exchange situation occurs. 

Of these two stratagems, the first 
one is the better one because if you can 
eliminate one Russian unit on your very 
first turn, the Russian will be forced to 
withdraw and he would never think of 
counter-attacking as this would danger 
his position, if you can tie-up four to 
seven Russian units and at the same 
time threaten the Russian positions 
around Leningrad and Moscow, then 
the Russian must commit his reserves 
to this area, thus denying him of needed 
reenforcements in other danger spots 



Units 

4 8-8-6 

Z 7-7-6 

4 6-6-6 

4 5-5-4 

2 4-4-6 

4 4-4-4 

Now then, in the northern central/ 
central section, Army Group Center 
must drive without respite as the suc- 
cess of this group will decide a German 
defeat or victory. In this particular 
area, there are three key areas, which 
if captured early, will prove fatal to the 
Russian. The first area is that of S18 
and SI 9, especially if any unit less than 
a 5-7 appears there. A 3-1 attack, 
with a. soak-off, against S19 will allow 
the German to cross the river no later 
than the second turn. In conjunction 
with this attack, a I-I attack against 
R18 could very well leave the unit on 
S18 (usually a 7-10-3) pinned in and 
forced to attack at unfavorable odds. If 
you do eliminate his 7-10-3, you will 
deny him of one of his most powerful 
units and will be well on the way to com- 
pletely breaking through in this area. 
The second key area is that of V19. 
Another 3-1 attack, with a soak-off, can 
be launched at this point with the re- 
sults being: first, being able to cross 
the river at this point and second, box- 
ing in the units between SI 8 and V19. 
The Russian must withdraw this line or 
else face envelopment. The last area 
of importance is the position around 
Brest Litovsk, AA15 and BB15. Here 
if a 5-7 is placed in the city, with a 4-6 
LnBBIS, a 3-1 attack will cut all trans- 
portation between Che central and south- 
ern sectors. If the Russian places 
more than one unit per square, these 
areas are still the places to attack. 

Once you have crossed the Nemunas 
River no later than the second turn, the 
Russian must fight at least four, 3-1 or 
better battles across all ofhisfronts on 
each of the following turns. Less than 
four battles per turn will allow the Rus- 
sian to use some of his replacements. 
You must decide at about the third or 
fourth turn, depending upon the Russian 
defense, whether you want to take Len- 
ingrad or Moscow. One of these cities 
must be taken before winter in order to 
reduce the Russian replacement rate. 

I feel that if this plan is followed 
with the prescribed number of 3-1 at- 
tacks and if you cross the Nemunas 
river on time, German victory is yours. 

Emmet Dowling 
2713 Urbana Drive 

Wheaton, Maryland 20906 
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After this Key German 
Move, You Allies . . . 



Pray 



by Glenn A. Harris 

The German in the Battle of the 
Bulge gets the advantage of striking at 
a farce which, in all games, remains 
the same. Thus he can develop his 
first move, and use it on all of his 
games. About all the American can dn 
about this is pray, and hope that he ha 3 
enough forces left to fill the gaps, 

On the first move, the German 
should try to destroy units, block re- 
treats, and open up holes in the Ameri- 
can lines, setting up for an assault on 
key points With these points in mind 
here is the first move; 



C. 



Lehr 

2/7.8 

2/17 

116 

150 A. 

lss 

9ss 

12 

18;26/51 

62:26/52 

79 

167;276/551 

276/552;S/7 

277/553 

277/554 

326 

340;560/915 

352 

560/916 

5/8,9 

3 



ORIGINAL. 

PLACEMENT 

pp-23 

pp-25 

pp-24 

qq-25 

pp-Z5 

uu-15 

uu-11 

qq-26 

uu-13 

uu-8 

rr-17 

TT-n 

uu-27 

uu- 16 

qq-26 

pp-24 

uu-10 

ss-27 

uu-9 

uu-28 

pp-22 



STOP 

oo-24 
oo-26 

QD- 25 

pp-Z6 

00- 26 

ss-15 

uu-11 

pp-27 

uu-13 

tt-9 

rr-16 

qq-28 

tt-30 

uu- 14 

pp-27 

do-Z5 

uu-10 

rr-28 

uu-9 

uu-30 

oo-22 



1. This attack with the 4/8 retreat- 
ing along the TT-line will stop the unit 
from retreating on its next turn. 

2. Same as above hut retreat along 
UU-line. 

3. Forcing back 9/ccr will allow 
German assault on Diekirch next turn, 
and widen center gap, 

4. With unit retreating to road and 
116th advancing to Clervaux, the Allied 
player must retreat or attack. 

5. Having 28/ 1 10 retreat along road 
to Wiltz, with Lehr advancing helps force 
surrender of Clervaux. 

6. This battle assures elimination 
of 106/422. 

7. Same as above, but eliminates 
106/423. 

H. Battle forces 14 A. C. out of ter- 
ritory and offers good German advance- 
ment. Have 14 A. C. retreat along St. 
Vith road. 

On all First turn moves infantry was 
incorporated so it could be eliminated 
instead of precious panzers. On follow- 
ing turns, send panzers aheadand leave 
infantry far mop-up. The 99th and 2nd 
infantry were not attacked because of 
prohibitive odds. With even the worst 
luck, the only retreat for them will be 
up road to Malrnedy. 

Infantry involved in battle #9 should 
advance to Spa, Use 17AM and part of 
18AM reinforcements for attack on Spa 
only if needed, otherwise put in place 
most in need of armor. The 4th should 
be surrounded and destroyed by local 
infantry on 16PM turn, The 3rd para 
division can be used for cutoff of re- 
treats if possible. 

Even with exceptionally bad luck, 
St. Vith, Clervaux, and possibly Die- 
kirch will fall at least by 16FM turn, 

Comments to Glenn A. Harris, 524 
Rosemarie Arcadia, California 91006. 



The attacks in this order are; 



1, 
2. 
i. 
4 



5/7;27fe/552 


vs. 


4/8 


1-1 


5/8.9 


vs. 


4/12 


1-1 


167;352;276/551 


vs. 


9/ccr 


5-1 


12;U6;277/S54;150 A, C. 


vs. 


28/109 


6-1 


2/7, 8 








Lehr;326;2/]7 


vs. 


28/1 10 


5-1 


lss;26/51:277/553 


vs. 


106/422 


4-1 


9ss,18 


vs. 


106/423 


4-1 



5. 
6. 



8. 62;560;340;26/52 



Victory 
by Default 

by Barry Branch 



14 A.C. 



7-1 



Barry K. Branch is a 34-year-old attorney 
who got hooked on A.H, games back in 1963. 
He made the pilgrimage to Avalon Hill in 
1966, after appearing in the U.S. Supreme 
Court, but found no one "at home" that after- 
noon (something about out playing games). 
Barrister Branch plays 'em all except, of 
course, Verdict II. 

Do you find that your pbm opponents 
sound Like lions before the games start, 
but run like gophers as soon as the ac- 
tion gets hot? About the 3rd or 4th 
move, when the sunshine of your mili- 
tary genius shows them their shadows, 
they duck back into their holes and 
never come out? It appears there are 
many immature wargamers who roar 
for war, but when they feel the first 
danger, you never hear from them again. 

Do you treat this as a victory, or an 
incomplete game ? You should have no 
doubt whatsoever - a default is an ab- 
solute victory, far more a triumph than 
one which takes "years" of play and 
dozens of "destroyed divisions". Give 
yourself full credit for your skill. 

No war in history was ever won by 
complete eradication of the enemy armed 
forces; war is won when the enemy be- 
comes convinced that his salvation lies 
only in surrender or truce. So in pbm, 
if you have convinced your enemy - by 
military and psychological means - to 
flee your wrath, you have won grandly. 
The more so, if it took just 2 or 3 
moves. 

The complete route and flight of the 
enemy is not rare in history. In 331 
b. c, when the day-long battle nf Arbela 
swayed in Alexander's favor, Darius 
turned his chariot and fled the field in 
panic. When Napoleon became con- 
vinced in 1812 that he could not conquer 
Russia, though he was holding Moscow 
and much of the Czar's territory, he 
leaped to his sleigh and retreated all 
the way to Paris to hide. In 1940, a 
few Panzers rattling across France 
convinced the British, so they packed 
up their entire army and vanished from 
the continent, via Dunkirk, 

When a pbm opponent vanishes from 
the mails, there should be no doubt you 
are the victor. Proposed Rule: if no 
reply for Z weeks, send a warning post- 
card; if no reply for 2 more weeks, 
merely cross him off your list and chalk 
up another win. 

Barry K. Branch 

2106 Elmhurst 

Royal Oak, Michigan 48073 
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Time-Saver Tips 



by W. E. Mell 



Bath the authors of "Psychology in 
Wargaming, " Vol. 4/6 t and "Kcranter 
Kunst, " Vol 5/1, have in their light- 
hearted way, indicated how some of the 
preparatory tedium can be removed 
from wargatninjj. 

Before playing any opponent, I sort 
out the counters of ray new A/H game 
into heaps according to their order of 
appearance with further sub dividing if 
necessary. Specialist units have small 
squares or strips of colored paper or 
tape stuck in the largest available space 
on the front of the counter, to quote 
from TACTICS II, purple for paras, 
green for the mountain men, and yellow 
for the amphibians. All counters are 
coded on the reverse, e.g. there are 
14 counters in D-DAY with the figures 
16 on the back to show that they go up 
the line on the 1 6th week. Each heap 
is placed in a suitably labelled tin or 
matchbox that will itself fit into the 
parent A/H "box. 

BLITZKRIEG gave me particular 
pleasure, for in addition to sorting out 
all those counters, I immediately de- 
cided to give names to all those soul- 
less cities. If anyone fancies a stand- 
ardised set of names for this particular 
game, may 1 suggest the following. 

The names I use are all the names 
of film directors, capitals are under- 
lined. 

GREAT BLUE Suggests an Anglo 

Saxon country, 

Massingham , Fnrd S-25, Donner- 
V33, Gance-133, Huston-C30, Ander- 
son-C20, Grierson-L19, Mackendrick- 
Q16, Losey-IU, Sturges-D7, Melville- 
C4, Clayton- J28. 
BIG RED Slavonic connotations? 

Dovzhenko -S2 5, Wajda-RRR54, Ku- 
brick- JJJ56, Ustinov-BBB54, Chukrai- 
NN43, Tashlin-ZZ4S, Vadim-YY43, 
Pudovkin-BBB3 3, Grigori-FFF3Q, Don- 
skoi-11137, Dmytryk-NNN35, Guitry- 
RRR39. 

Between the Big Two are the poor neu- 
trals whose names I have invented, 

HEGLAND Somewhat Teutonic. 

Kramer -Ull, Sucksdorff-EE25, 

Rcisz-X27, Sternberg -vao, Ophuls- 
M14. 

FARINIA Obviously Italian connec- 
tions. 

Fellini-BB31,Lattuada-EE34,Capra- 



CC39, Visconti-AA42, 

HURGEN The towns sound French 

if the country doesn't. 

Bresson-JJ46, Franju-JJ38, Clou- 
iot-VV42, Chabrol-OO40. 

KROVENIA One of two Central 

European places. 



Mamoulian-NN33, 



Benedek-HH31, 
BerIanga-OO30. 
MALCO The other one. 

Bunuel- WW32, Astruc- UU37. Ncgu- 
lesco-V"VZ5. 

Another BLITZKRIEG aid is to rough- 
ly reproduce your own map of the area 
(the continent Fantasia} on a piece of 
paper about 18x9, stick it to an empty 
cardboard box and for each city unit 
stick a paper reinforcement ring on the 
map, they may overlap where there are 



more than one to a city, but it does not 
matter. By using colored map pins one 
can see at a glance who controls which 
town even if counters are absent. As 
reinforcements and casualties come and 
go I keep a running score of strength- 
supply ratios on a wall scorer as used 
over here for billiards -- you can always 
use an abacus. This also serves for the 
maintenance of ammo records in 
GUADALCANAL. 

Most of these aids may seem a little 
obvious, but for those who have not 
thought of them, I find them invaluable. 

W. E. Mell 

21 Wheathouse Terrace 
Birkhy, Huddersfield 
Yorkshire, Great Britain 



PBM Mistakes - Rulings 



Many's the Lime Avalon Hill lias been awki'il 
to make rulings on mistakes that occur in the 
course of a play by mail game. Up to this point 
we have tried to refrain from the rnle of arbiter 
since we felt that most war gamers were mature 
enough to resolve situations among themselves. 
Apparently this is mil. the raise. Therefore, we 
Hre reversing our earlier stand and publishing 
what we feel are guide lines towards the most 
realistic way of resolving play by rntiil mis- 
takes. Our thanks go to many of our "regulars" 
for their contributions and, in particular, Joseph 
Pollock oT North Babylon, New York for com- 
piling the following rulings': 



1. M - The location of a unit is emitted From the OB sheet. 
R - The unit in question is placed at its lasl recoided 

position (prior turn). 

2. M • The omitted unit is included in a battle. 

R • Since its location has been omitled and it is considered 
at its last known position it is removed trom section 3 ol 
the OB sheet and does not take part in the battle, (hattle 
odds ate corrected). 

3. M Units positions are recorded wrong on PBM OB sheet. 

(*. 99/393 position shown to be 99/395's and vice versa. 
R Provided both units in question are in play (on the board) 
the defender makes the correction in location and play 
proceeds as normal. Otherwise units are located at last 
known position (prior turn). 

4. M- A unil is moved beyond its movement capability. 

R The unit is moved to closest position it could have reached 
along its line of march, II it w3s listed in section 3 of OB 
remove and correct odds. 

f>. M- A unit is moved in violation ol terrain oi weathei restric- 
tions. 
R - Ruling same as »4, 

6. M-A unil is moved in violation of enemy /ones ot control. 
R - The unit is placed on the zone ot control it violated 3nd 

a battle is fought, or existing battle odds are changed. 
(if this is not possible due to stacking limitations the 
unit is returned to its last recorded position) 

7. M- Units are recorded on PBM OB sheet violating stacking 

limitations. 
R ■ The first units to occupy the square starting from the top 
left of the order of battle sheet and reading towards the 
bottom right aie considered to be at that location. All other 
units are returned to last known positions. 

8. M- Units are located wiong in section 3 of the OB sheet or 

omitted from section 3. 
R - The governing factor is the recorded position on the front 



of the OB. II a unil is omitted but is adjacent to an enemy 
unit it must be included in Lie attack and the odds changed 
accordingly. 

9. M- Bailie odds ligured wrong. 

R- Defender corrects odds and fights battles as normal. 

10. M- Wrong defending unil listed in section 3 or omitted from 
R- Ruling same as «8. 

11. M Closing Transaction Date omitted, or stock market closed 

on CTD. 
R - If CTD omitted use day after post mark on allackers enve- 
lope or next open market day. If market closed on CTD use 
next available days results. An explanation, the entire 
stock clipping and the attackers postmarked envelope 
must be sent back to him. 

12. M- A stock is omitted from 3d. 

R- Before starting the game each player selects 5 stocks and 
sends the list to his opponent. These stocks are not to 
he used during regular turns so that they may be used in 
these situations. List must be used in its original order. 

13. M- An entire attack not listed. 

R - If the units in question are adjacent tn an enemy unit 
a battle must be fought. If this is not possible due to a 
limitation on lite number uf attack per turn, all the adja- 
cent attacking units in question are returned to last 
recorded position, (prior turn) 

14. M ■ Stock result not shown in daily clipping. 

R- Same as « 12 use emergency stock. The entire stock result 
clipping must be sent to the attacker. 

15. M - Defender does not have result tor CTD, due lo his own 

mistake or whatever. 
R- He uses next available CTD but pays a 2 unit penalty. 
Only units on the board can be used and the defender has 
the choice of which units to remove. 

IS. M - Dispositions after combat omitted section 31. 

R- Tough luck for the attacker defender retreats as he 
wishes, no advance unless attacking units boxed. 

17. M- Yfeatherm supply or artillery slortks omitted. 
R- Dse ruling «12 

18. H- Disposition alter combat wrong due lo weather, terrain, 
R - movement oi enemy zones ol control . 

R - Corrected by defender with an explanation. 

19. M InWrroct mle interpretation. 

R - Correct interpretation should be quoted from rules, 
stating page and section, turn then corrected as per 
rules by deleiiber. Units moved to furthest possible 
forward positions on their original line of march. If this 
is not possible, units in question are returned to last 
recorded position. 

20. M- Dillerent rule interpretations and no pioof available in 

rules. 
R Send to Avalon Hill for the answer. Use self-addressed 
stamped envelope. Avalon Hill answer binding on both 
playeis. Both players should write. 
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Speed— the Blitz Secret 



by 2nd Lt. Michael A. Flamer 



Blitzkrieg is called the most difficult 
and complex in the Avalon Hill line of 
wargames. The usual reaction of a. 
prospective opponent is one of confusion 
and awe. As the large mapboard opens 
up, sheer horror registers on the nov- 
ice's face. I try to be friendly and hope- 
ful, encouraging him with "Oh, it isn't 
that hard, ,r or "once you get the feel of 
it, it all goes rather smoothly. " Of 
course, he smiles weakly and, having 
committed himself previously, goes 
through the machinations, of playing, 
but hie heart isn't really in it. 

Actually, Blitz offers the most varied 
opportunities to wargamers. The pos- 
sibilities of strategy and tactics are 
endless. The game is neither limited 
by historical action nor is it constricted 

PBM Artillery Fire 

When playing a PBM game of Guad- 
alcanal, the long range of artillery can 
be difficult to solve. I have found the 
following method of firing can be used 
to greatly simplify the battles. 

The attacking player lists each of 
his units firing and their targets, aa 
well as the number of shots each one 
will fire. The attacker then lists two 
letters from the stock market, (ex- 
ample: A and D) He must designate 
which letter is for the attacking units and 
which is for defending units. In the 
example, use A for attacker and D for 
defender. The defender looks at the 
stocks listed for his fire and the attack- 
ers fire. After the letter is located, 
the sales in hundreds for the number of 
shots fired are listed by digit. Exam- 
ple: The attacker fires 4 rounds at 
target XX. 3 at target YY, and 2 at 
target ZZ. This totals 9 BhotB. The 
defender goes to the 'A' section of the 
market, and lists the sales of the stocks 
in order, by digit. On the samples 
shown, the list would be 1,2,4,1,3,1, 
7, 1, and 4. The normal results table 
is used. The same steps would have 
been taken for the defenders fire. If 
he fired 5 shots, from the 'D' sales, he 
would have used 3,8,4,3. Again, the 
normal results would have applied. 



sr'i-jA | SS ® | 
a3a 1 k ^ a 

ed.v-F 1.5VC 






The same stocks may be used for 
other battles, since only individual 
digits are used fur artillery. 

Capt. Richard R. Nichols 

121 Illinois Drive 

Little Rock AFB 

Jacksonville, Arkansas 72076 



to any particular pattern, such as who 
must take the offensive and defensive. 
The large board is a definite advantage, 
offering the opportunity to develop the 
Strategy before actual combat occurs. 
The large size offers maneuverability, 
while challenging the wargamer to wage 
war within supply limitations. 

The question arises: is there a 
strategy that has the best chance to 
win? Yes, a resounding yes! Okay, 
you think yours is better. I only submit 
this plan as a guide, not as the gospel. 

a. If you are Blue, move your armor 
as fast as you can across the Great 
Koufax Desert. If Red ignores this 
action, or for some reason does not 
put up an adequate defense. Red's north- 
ern territory is yours for the asking. 
Your infantry may be set up as you see 
fit along Pinsky Lake from the sea to 
the mountains to stop Red's attacks. 
This is easily defended country and 
requires many moves and much man- 
power to breakthrough. 

b. If you are Red, your strategy is 
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identical, except you have an advantage. 
The desert is more easily reached 
from your border. The desert offer a 
the key to victory for you. 

c. If both players use the same 
strategy, the first to react and move 
through the central portion first will 
usually win. The. secret to the game 
is SPEED. The faster you can gobble 
up territory in the beginning of the 
game, the better chance of victory ex- 
ists. Don't take a defensive posture 
unless you absolutely have to. Attack 
and counterattack. Both countries are 
easy to defend, with many mountains, 
rivers and forests offering excellent 
points for ambushes. 

If all this sounds easy, it isn't. Play- 
ing Blitz requires all the skill and de- 
termination you have, so don't give up. 
However, this game offers everyone a 
chance to be a creative leader; not one 
who merely second-guesses the his- 
torical general. Don't let the optional 
rules ruin the game either. I have 
played the basic game as well as the 
full-blown tournament version, and 
each offers excitement and interest. 
Michael A. Flamer, 2d Lt, XISAF 
CMR 1, Box A- 5408 
Sheppard AFB, Texas 7631 I . 



Best A/lied Defense -an Aggressive German 



Moat Afrika Korps players realize 
Tobruch is the key to the defense of 
North Africa. Avalon Hill states, in 
the Battle Manual for this game, that 
the beBt strategy for the Allied player 
to follow is to "...avoid combat and 
hole up in Tohruk. " This measure is 
fine later on in the game when the 
summer buildup is in progress. But the 
major problem remains, how are you 
going to delay the Axis troops from 
reaching Tobruk7 

The weak point in this Axis armour 
is the fact that the die must be rolled 
in order for the supply units to arrive, 
bo it is therefore logical that this would 
be the place to "attack. " 

The Htrategy best used by the Allied 
player is as follows: He should posi- 
tion his troops in such a manner that 
there is no route the enemy can take 
through the British lines without enter- 
ing a zone of control. An illustration 
of this "shoulder-to-shoulder" place- 
ment would be when British units occu- 
py squares N19, Kl6, H16 and Q22. 
If the German player believes in attack- 
ing only small areas at one time it is 
possible for the Allied units to form a 
double defensive line, (British units 
would take positions 021, L19, and 
118). In large area attacks units should 
be kept in the rear to give the enemy 
something to maneuver around instead 
of them heading directly for the target 



if a breakthrough does occur. 

It should be stressed at this point that 
this type of defense is good only for de- 
laying enemy "blitzes" and it should un- 
der NO circumstances be considered a 
position easily held for a long period of 
time. After each Axis advance Allied 
forces in enemy combat zones should 
withdraw and take up newpositions. The 
average defensive strength should be a 
minimum of 3 when not on escarpment 
squares and 2 when on; the pieces nail- 
ing down the ends of the line should be 
stronger than normal (4 or 5) to prevent 
rolling up of the flanks. 

If this system is used the British 

player will achieve two things first, 

the German player will be forced to use 
his precious supply factors in order to 
advance; and second, the Allied com- 
mander is able to keep the Axis com- 
mander from reaching Tobruch before 
the allied summer buildup commences. 

The Allied player must constantly 
be on the lookout for chances of encir- 
cling the enemy; this type of defense is 
well suited for a maneuver such as this. 
Many an Axis commander has had a 
majority of bis troops surrounded and 
cut off because he attacked on the as- 
sumption that a supply unit would be 
forthcoming. 

Lee Matthews 
1267 Olivet St. 
Lajolla, Calif. 92037 



PAGE II 



THE GENERAL 



Prospect: One, two, three, four, five 



The War Game 



A One-Act Play by Jared Johnson 



CHARACTERS 

Wargamer: An enthusiastic AH War- 
gamer eager to train a new opponent. 
Prospect: Reluctant person playing an 
AH game for the first time. 
Setting: A well-furnished medium- 
sized den with a large game table in 
the middle. Wargamer and Prospect 
are seated on opposite sides of the 
game table. 



ACT ONE 

Prospect : How long does this game take ? 
Wargamer : It depends. It could take 
as long as four hours. 
Prospect : FOUR HOURS 7 ? ? ? For a 
game? Chess doesn't take that long, 
Wargamer : But, this game is better. 
Prospect; I'll het. 

Wargamer: Now, did you read over the 
rules and everything last night? 
Prospect : Sort of. They didn't make 
much sense. You'll have to explain it, 
Wargamer : Alright. The first thing 
you do is iset up all of these units on 
this Order of Appearance card. Just 
match them up. By the way, I'm giving 
you the 3Jde with the advantage. 
Prospect: You are? 

Wargamer : I've got the side with the 
disadvantage. Now, just start to set 

UP 

Prospect : (Interrupting and looking 
skeptical); How come you've got more 
pieces than I do? 

Wargamer: Huh? That's just the way 
it is. I've got more units. 
Prospect : I won't have a chance. 
Wargamer : It doesn't make any differ- 
ence. I don't get all of my units in to 
start with, but you get most of yours. 
(Prospect casts a suspicious glance at 
Wargamer and his box of units and 
silently starts to set up his pieces. ) 
Prospect : (Seeming slightly satisfied 
that something has gone wrong already): 
Hey, there's no place for this piece! 
Wargamer : Whaddaya mean? 
Prospect ' There's no little square for 
it on this card? 

Wargamer : That's impossible. Look! 
(Wargamer gets up and goes over to 
Prospect's side of board and stares at 
Order of Appearance Card for several 



minutes. Prospect starts to smile as 
Wargamer becomes frustrated, ) 
Prospect : See? 
Wargamer : Oh, no! Here it is! 

Prospect- There??? 

Wargamer: (Condescendingly): Yeah, 
It was right in front of your nose. 
Prospect: You couldn't find it either. 
Wargamer : (Somewhat abashed): Well 

now you take the rest of these 

units and set them up anywhere behind 
this line running from here to here, 
while I do the same* 
Prospect: Can they go on the line? 
Wargamer : No. 
Prospect : Why not? 

Wargamer : Because. It's the rules. 
(Prospect shrugs shoulders and starts 
to set up his men. Wargamer is finish- 
ed in two minutes, ) 
Wargamer : YOU finished yet? 
Prospect: I don't know what I'm doing. 
Wargamer: That unit's in front of the 
line. It can't be there. 

Prospect: (Slightly peeved): So, I'll 
move it back. What difference does it 
make ? 

Wargamer : If I were you, I'd put some 
units over here. 

Prospect : (Annoyed): What for ? 
Wargamer : Well, it's always a good 
idea for me to attack down this side. 
You ought to have some men there. 
(Prospects picks up a few of his pieces 
from the board and drops them from a 
height of six inches over the spot War- 
gamer has pointed to, then straightens 
them wherever they have fallen. ) 
Prospect : (Sarcastically): How's that? 
Wargamer : That'll do. Now, it's your 
turn. 

Prospect : What do I do? 
Wargamer 1 I thought you said you read 
the rules ? 

Prospect; I did, but 

Wargamer : Each unit can move the 
amount it says. Like this man worth 
four whenattacking and four on defense, 
can move six squares. 

Prospect: (Pointing to one of Wargam- 
er 1 s pieces): I want to kill this man. 
What do I do? 

Wargamer : Just move your units up 
to adjacent squares. (Prospect starts 
to move his pieces. He picks up each 
piece and carefully counts out loud the 
movement of each. ) 



Wargamer : NO! Not like that! 
Prospect : Why not? 

Wargamer : You're racking up the cor- 
ners. . Just slide them along. 

Prospect: (Under his breath): §%$%§<§> 
*%$#. There! Is that enough men? I'll 
just move these other units up over 
here for now. Now, what do 1 do? 
Wargamer : Now you count up the odds. 
The better odds yon have the better 
chance you have of eliminating my unit. 
MY unit is on an escarpment square. 

It 

Prospect : A what? 

Wargamer : An escarpment like a 

hill or a mountain. That means my 
unit is worth more because it's on high- 
er ground. My unit is a four, and 
doubled that's eight. Now we count up 
your men that are adjacent. (Wargamer 
picks up opponent's pieces and counts 
them. ) You have a 4 and a 6, that's 10, 
and two more fours on this square, 
that's 18, and a 3, that's Zl. Zl to 8 
i8 Z-l. 

Prospect : 2-1? That's closer to 3-1. 
Wargamer : But, the rules say that you 
have to round off downward. 
Prospect: Do we have to go through all 
this every time? There must he a 
simpler way. 

Wargamer : Now you roll the die and 
cross-index the die roll on this Combat 
Results Table under the Z-l column to 
find out the result. 

Prospect: (Calmly): OK, (Prospect 
picks up die and rolls it on the table. ) 
A six! What does that mean? 
War garner : You just look under the 2-1 
column for the six row. Attacker Elim. 
That means all of your men are dead. 
Prospect: (Startled): WHAT??????? 
Wargamer : A six, A Elim. Your units 
are eliminated. 

Prospect : (Angrily). This is a stupid 
game. Your one man kills five of mine. 
What kind of realism is that? You said 
this was a realistic game. One guy 
can't wipe out five others. 
Wargamer: But, my man was on a hill. 
Prospect : So what? This is stupid... 
(Prospect arises in anger and prepares 
to leave). 

Wargamer : (Attempting to save the 
situation): Look, Let's assume, in- 
stead, that you just rolled a one. See 
. . . Defender Elim. . . you just wiped 
out my entire force. The escarpment 
is yours. 

Prospect: Great! Now you're making 
sense. Man, this is a great game.,, 
just shows you how strategy pays off. 

(Curtain falls as Wargamer's eyes roll 
toward ceiling in "victory"). 
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QueMfaH Sex Official Avalon Hill Game Clubs. . , 



Battle of the Bulge 

Q. If a Volks grenadier unit is isolated 
when U.S. Air Supremacy comes into 
effect, is that unit immobilized? 
A. No. The movement factor of Ger- 
man units is never reduced by more 
than two. 

Blitzkrieg 

Q, Since Airborne units muetbe dropped 
within 20 squares of the city they flew 
out of, can they be air transported to 
a friendly city and then flown out and 
dropped within 20 squares? 
A. No. 

Q. Can Rangers invade on a beach 
separate from the one being invaded by 
friendly infantry units on the same turn? 
A. Yes. The landing of Ranger units 
is not considered an "invasion. " The 
statement in the Battle Manual that 
says "...subject to the one invasion 
per Turn rule. " Refers only to the fact 
that Ranger units cannot land on a beach 
that was just invaded by enemy troops, 

D-Day 

Q, Can the Allies make only a SAC 
attack on the first turn and make the 
troop invasion on some later turn? 
A. No. The invasion must come on the 
first turn. 

1914 

Q. May French and British units use 
Belgium railroads for supply? 
A. YES, but they must be able to trace 
a supply line through Belgium to France 
and then to the south as per regular 
supply rules. 

Q- If a German unit is not within three 
squares of an EB unit or within six 
squares of a German rail line, BUT is 
within three squares of a cleared (be- 
ing passed through by an EB unit) rail 
line, is it supplied? 
A. Yes. 

Q. Can French and German replace- 
ment factors be accumulated? 
A, NO, NO, NO. 

Q. How and where does the 420/RR 
unit (Factor of 0-0-0) move? 
A. It moves along existing cleared 
rail lines and may move one square 
off the rail line but only to attack an 
enemy fort which is in adjacent square 
to square move to. 

O. Is the attacker ever forced to re- 
treat? 
A. No. 



The clubs listed below supplement the initial listing made in the Jan-Feb 1968 
issue. Due to space limitations, we have not repeated any prior listings although 
many have forwarded us updated information. The purpose of this listing is simply 
to provide basic information to those readers looking for new clubs. 



CLUB 

The Forces of Evil (FOE) 
7331 E. Portland St. 
Scottsdale, Arizona 85257 

The Renegades 
3405 Westchester 
Bakersfield, California 93309 

The New Regime (DMSF) 

18S5 Ednamary Way 

Mt. View, California 94040 

Laotian Peasants Militia 
2195 Deborah Way 
Upland, California 91786 

Mercenaries 
Rt. 7, Box 48 
Excelsior, Minnesota 

The Devil's Brigade 

Aloe Street 

Egg Harbor, New Jersey 08Z15 

Princeton Avalon Hill Club 
28 Longview Drive 
Princeton, New Jersey 

St, John's University Military 

Strategy Club 

St. John's Univ. 

Grand Central fe Utopia Pkwy. 

Jamaica, New York 11432 

Kampfgruppe Viper 
1 64 S, Centre Avenxie 
Rockville Centre, N, Y. 11570 

Si-Fan U 

100 Dogwood Lane 

New Bern, North Carolina 28860 

Oregon Generals 
2811 S. E. Lambert 
Portland, Oregon 97202 

Fuehrer Escuadville 

6 Gen. Washington Drive 

Media, Pennsylvania 19063 

Liberty Liberators 
Box 209 
Liberty, Texas 

The Riff Raff 
2707 36th Street 
Washington, D.C. 20007 



PRESIDENT MEMBERSHIP 



Mike Walacavage 



Dan Evans 28 



Daryll Alt 11 



Kent Colbath 



Scott Belfry 



David Colangelo 



Peter Nichols 



Damian Hansmasi 65 



Richard Citti 



John D. Hudson 



Ken Fredeen 



Richard Morton 



Matt Williamson 



James Bacon 



16 



4 



10 



n 
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Club Registration 

All AvaJon Hill clubs are urged to 
register officially with The General, 
Those who have registered previously 
need only to complete the form in the 
event of an address change . 



Club Name 


Mailing Address 


Name 


of Newsletter 


or 


Mag. 


(if any) 


Total 


Membership 









President's Signature 
(Check One): 
This is a first time registration 

This is an address change registra- 
tion. 

Don't forget to vote on what are the 
three best articles of this issue... re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shownbelow is for the bene- 
fit of the full -year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General. 
Here's how it works 

Each coupon is worth 25£. But one 
coupon alone does not entitle you to a 
25£ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1.00 less than the usual retail value 
of the game. 



25^ 25^ 

SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE 

OF ALL AVALON HIL1 

PRODUCTS 

NOV-DEC 1968 




THE GENERAL 

OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 



lo 



II 



12 



13 



14 



IS 



16 



17 



18 



19 



20 



21 



22 



23 



24 



23 



26 



27 



28 



29 30 31 32 33 34 35 words 

All ads arc inserted as a free service to iull-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



Contest No. 28 



The object of Contest #28 will he for 
you, as the British player, to locate 
the Bismarck on the next turn, with as 
many British BB's as possible. On the 
Battle Plan, simply indicate the zones 
to which you are moving each British 
battleship. 

The Bismarck player has decided to 
make his next move as random as pos- 
sible. For contest purposes, the Bis- 
marck's position will he determined by 
cross-indexing Ampex and Zenith {CTD 
Oct. 15th) on the location chart. The 
last digit of Zenith determines which of 
the Ampex columns to use - count last 
digit of as even; last digit oft as odd, 
etc. All entries must be postmarked 
no later than Oct. 14th. 



The situation for the 5th May, 27th 
turn involving an undamaged Bismarck 
and an undamaged British fleet, except 
for one point scored by the Bismarck 
for sinking the Manchester, is shown 
on the SEARCH BOARD diagram. The 
Bismarck's position is known to be 
G-l,d. Carriers and cruisers are 
omitted to avoid confusion. 



Ten winners who succeed in locating 
the Bismarck with the most BB's will 
be named. In case of ties, the point 
values of ships will be determined using 
the chart on the Battle Board. All en- 
trants must list what they feel are the 
three best articles of this issue. This 
selection has no bearing on the contest 
results but entries not containing this 
information will be voided. 



LOCATION OF BISMARCK 



Zenith 

1 
2 
3 
4 
5 
6 
7 
8 
9 



Ampex 

Even 

F-l.c 

F-2.C 

C-I,a 

G-2,a 

G-l,c 

G-2, c 

H-l,a 

H-2,a 

H-l,c 

H-2. c 



Odd 
F-l,d 
F-2,d 
G-l,b 
G-2,b 
G-l,d 
G-2,d 
H-l,b 
H-2.b 
H-l,d 
H-2.d 



Turn Page for BATTLE PLAN 



Headlines of 3 Best Articles: I 

I 
I 



Name 



Add res s 



I City 



State 
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Dear Sirs: 

In response to Y ai,T recent ^Philoao- 
phy" series, 2 gathered chat you are 
interested in exactly why people play 
and buy you* games. I've personally 
found many AiAqSh that become pleased 
with your games just never heard of 
them b^tcfe. Many adults tha-t don't 
parti nil a rly rare far game n find your 
products stimulating. ..but this interest 
is not apparent until someone shows 
them the game*. It is therefore nny 
belief that your Bales, co adults, would 
increase if you employed "salesmen." 
]f you penple could somehow gift adults 
to ace your games in action. 

Ted Pittman 

Astoria., New York 

How right you are, Ted, The problem is 
developing' an economically teasibfe program 
of "demonstration." We do know that many 
spec/alty game stores, such as FAO.Scfwarz 
in New York, plan product demonstrations as 
they, too, realize the importance of such sales 
aids. Sooao — we do the next best thing and 
try to put novices in touch with wsrgsme 
dubs where the members are only too glad 
to do anything that wiff help increase the 
tribe. - AH. 



Gentle men: 

I hope the comments in the article 
Realism vs Abstraction means char you 
are going s 'j -..■}:. to building War Games. 
Both Jutland arid I n 14 are fin* histori- 
cal exercises but leave me cold on the 
■gam* end. 1 wouldn't sell them, but 
don't play them often. 

Blitz doean*t have the redeeming 
qualities of uither WW1 games and is 
just too complicated. 

Knowing the reaction of the historic 
£4,1 nyts to your article, leads me to 
write and thank, you for your recognition 
of the fact that you have gone too far in 
one direction, 

H.M. Greenfeldet 

20 York 

Hamilton, Ohio 45013 



Dear Sire: 

I wish to register a vigorous protest 
concerning last Issm's lead article on 
Una sell Powell and his club. Sparta, 
Besides containing some misinforma- 
tion, lL give y a d ik tor led picture of the 
■■- In b. 

Yea, fipartshas experienced "steady 
growth"--a\t the expense of other clubs. 
The article says that Aggreseov "#k- 
pcricnccd drastic changes"; indeed, be- 
cause Sparta destroyed the club and let 
their Own people take over, 

Sparta is WOT '"democratic" ! Rave 
you read their laws? For one thing, 
Powell can veto anything and it taken 
1C% of the club to override this veto. 
Powell is elected president time and 
again without arty opposition. He even 
set him self up a« dictator for a while, 
but since that is what he is anyway, the 
title doesii*L make much, difference. 

I urge you to read just one copy of 
their magaBine--lt sounds like a Red 
Chinese propaganda sheet. "The Chart- 
er Founder"- -Powell- -ia sues orders 
and condemns or congratulates his 
flunky s. depending un huw well they serve 
him. Hans Kruger fomefl out with the 
most blatant neo-Nazi megalomaniac 
tripe that 1 have ever seen, 

Powell and his wife must be unbal- 
anced. Far from needing "20 more 
Powells", I maintain that he and the 
club htt rules must be destroyed before 
they spread any more. Their paranoid 
"rule*" and ether organisational non- 
sense are a danger to all constructive 
wargamersi 
Brian Libby 

Portland, Maine 



Ldeher Kamerade: 

I've been reading quite a few of the 
"proteHt" letters that you have been 
printing in your "letters" section aud I 
wish to make a few comments about 
this, whole mess. 

First, Kamerari Squire, 1st me aay 
that this "scum" to which you refer is 



Contest 
No. 28 



BATTLE PLAN 



SEARCH BOARD (FOR 5TH MAY, 27TH 
TURN): 



BB 


MOVE 


King 
George V 




Prince 
of Wales 




Hood 




Ramilles 




Rodney 




Renown 




Repulse 
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but the minority of wargarnera, Most 
of us realir.e the haste need for com- 
petition between Our fellow human beings 
short of actual bloody combat. In that 
light most wargaming clubs have been 
ereated; in enlarge the variegated In- 
terests of a few ao aa to increase the 
enjoyment of many who wish a common 
name under which to rally in competing 
against others. No rn.au ib an island 
for very long, we ail must drift back 
again to become an integral chunk of 
the continent. As long as there is war- 
ganung there will be wa?gamin£ clubs. 
However, there exists in. wargaming 
clubs (as elsewhere) that so-called 
"undesirable element lh that, as you so 
aptly put it: "runs around conquering 
everything in sight," We must team 
that this attitude of ato-Naiism, Pro.fi- 

slaniem* Fascism, or whatever ne- 
:.n L'.Mi.v term you choosB, is nothing 
more than a facade of the times. Some 
of ua do desire glory, power, and fame 
and iL'.ii babiL human nature to desire 
ultimate success. There's no denying 
that many of us will take on seemingly 
evil appearances in our dealings with 
other clubs but I do not believe for a 
moment that there is any warg,aming 
dub that truly desires to "conquer 
everything in sight". We ratit ( rave, 
threaten, and make nasty noinefl hut 
I'm sure that we only want competition* 
not conquest. 

Secondly* Kamcrad Guthrie, totali- 
iariaui&Li<H club« definitely exist, the 
same as liber alls tic clubs. WLierj one 
join a a club he should he free to choose 
to do as he wishes inside that club but 
this does not mean thai that club should 
be devoid of controls and regulation*. 
If one feels that a club la too restric- 
tive of one's personal dealings and 
PEM'sihan one should resign from that 
club and seek another, more suitable 
club. I was unaware that any club 
forced their members La do or approve 
of anything that was unacceptable to 
them. The "cohorts of evil" may dis- 
like all of the individual's freedom and 
attempt to subjugate those individuals 
but I think that a club should lm run. ac- 
cording to the majority ride of its mem- 
bers: and responsible, trustworthy of- 
ficials should take care of all important 
matters inside the club on a voluntary 
battle. If a club's puli^y is totalitarian 
than only totalitarian members should 
belong [o that club. In short,, what I'm 
trying to say is; let's lay off criticis- 
ing other clubs or their policies. Any 
club formed should be formed to suit 
the needs of its formers, If one feels 
slighted or dominated than 1 say to him, 
resign. You should pick the club you 
think will best ault your uwu personal 
desires as a wargamer. Regardless of 
your open- or narrow-mindedness 1 you 
must bear in mind thai you are but one 
voice in the wildernesa and that there 
are hundreds if not thousands of others 
who may QtVI similar problem S. If 
you're not satisfied with what youpres- 
ently have, shop around. 

Der Alte 

Das Cerniahrhe Reich 

WGFUGHQSO 

Zlc 4th Street 

California, Pennsylvania 1541*3 



Dear Sirs; 

Today I received the JTuly-August 
ie&ue of the General (the delay due in 
pari to slow mail service to the war 
zone). On reading your cover story 



(Cubist Generation) I find that your 
editors are not fully aware of the im- 
portance of game acienre {not in rela- 
tion to the publisher uf thai, nam*;), 

Wargames a*e a branch of game 
sriKTicfl which is a branch of formal 
mathematics. In essence It is organi- 
zational science. It deals with man in 
competitive situations - any competi- 
tive situation {.via, man against man in 
business, man againal man in sports, 
man against man in warfare, and man 
against nature]. Any given game ie a 
tiirnplifiuation of an actual situation to 
reduce that situation to its primary 
elements and demonstrate probable di- 
rections r^Kultiny from each of the 
possible alternative strategics. 

The firet formal papers dealing with 
game science began appearing about 
1 9^9 among formal mathematicians, but 
it was not until WWII that its potential 
was demonstrated as a look of educa- 
tion. It was used extensively by the 
Germans who developed Its concepts to 
a very high degree and wai nutans used 
by the Anglo-American alliance. After 
the war, in the early 1950 1 s, it was 
developed to its present *Late by the 
institute of advanced studies of Prince- 
ton Universities by the Associates of 
Albert Einstein, 

Today game science is uaed by pdu- 
r&tors in business, sports and military 
Bcience. It is also played by amateurs 
for recreation. 1 do not believe that 
the majority of people concerned have 
any aggressive ambitions or that it re- 
lieves or enhances such ambitions. At 
present, I am fighting a group attempt- 
ing to rebuild an empire in Indo-China 
afid I «ee no indications that President 
Hu Chi Minh w uuld be w iU ing t o £ivt! 
up conquest for gaming. T also do not 
believe it can be shown he was led to 
hia ambitious by playing w^rgamei. 
The question is one of ethic s -and amor- 
al man can study organizational science 
(even in wargames] without becoming 
a warmonger. 

Of all the areaa of game science, 
wargaming is the most developed be- 
cause of Che requirements ol history 
and because of the difficulties (in the 
face of socialist doctrines) of reducing 
economic situations to similar analysis. 
Sports games are only of limited appli- 
cation and remain a specialty branch, 
while games fl strategy against nature 
remain almost mathematical curioBity 
a: this time* As a consequence, to 
learn the principals of organizational 
science -or to enjoy competitive games 
- one must of necessity turn to war- 
games in most cases. Avalon Hill is 
the only source of standardized games 
at a reasonable price for the amateur, 
and many of their products serve well 
in certain professional applications. 

If any of your critics are willing to 
pursue the question beyond this point, 
I will be glad to refer them to profes- 
sional mathematicians who, as develop- 
^Tft of the acienc*, are beat capable of 
defending it. 

L« Sidney Trevethan 

F« Pi o. 

£att Francisco, Calif, 

Readers ot The General wtit note that we 
ramfy print lesttmcniai letters, While we are 
appreciative of the many that do come in, we 
think the space here could be tetter devoted 
to more newsworthy items. However, when a 
store sercds in a testimonial, then we /usf have 
io teilthe world — 

Dear Sirs: 

I wish to commend AvaLon Hill for 
an excellent series oF games. We have 
stocked them for sale to our college 
students. They have an excellent repu- 
tation, 

Kyle Brown 

Hobbies of Madison 

Madison, Wisconsin 
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Tactics 



& Variants , representing 
in the magazine 



the latest take-over 
department, is the result of the merger 
of Stormtrooper and Das Sc warze Korps 
magazines. Also taking over where 
Game science left off, Tactics & Variants 
publishing company will be presenting 
commercial battle games for public 
consumption. The games: Poland '39, 
Blintzkrieg, and Korea, were displayed 
in prototype form at the recent Lake 
Geneva 1FW convention (see cover 
story}. The enthusiastic reception of 
these games was highly encouraging, to 
the point where they will be published in 
finished form in the not-to-distant fu- 
ture. Early inquiries should be direct- 
ed to their 58 Sanger Avenue, Water - 

ville, Maine 04901 address The 

Common Market: The benefits of to- 
getherness abound to members of vari- 
ous wargame clubs who have formed a 
"common market, " their intention pri- 
marily for offering a variety of war- 
game materials at discount prices. 
This makes sense. Many of their prod- 
ucts require volume sales in order to 
make the production costs less burden- 
some to those footing the bill. Among 
the clubs involved to date number the 
AWA, 4thSS. IFW, POW, and the Red 
Forces, all providing discounts tocom- 
nion market members on the sale of 
merchandise. For example, the IFW 
offers a large l/3rd discount on hex 
sheets. More info on the common mar- 
ket available from 38 Sanger Avenue, 
Waterville,' Maine 04901. .... From 
Ken Brandau, Richmond, Virginia, 
comes the following suggestions de- 
signed to reduce the awkwardness of 
the "instruments" used in JUTLAND; 
the problem with the maneuver gauge 
lies in the fact that difficult and com- 
plicated maneuvers cannot he accurate- 
ly made with a movement scale affixed 
to a rigid board. If one transfers the 
maneuver gauge scale to a piece of 
string, one arrives with a flexible ma- 
neuver scale. By doing so the gauge 
coincides with the desired path of the 
ship or ships. This proves to be a bit 
more accurate and saves time as well. 
Sometimes it will be necessary to re- 
strict it to its maximum turning ability 
and this can be done by using a one and 
five eighths inch disc. This will re- 
strict the ship to the same turning re- 
strictions set forth with the standard 
maneuver gauge. .... Scott Duncan, 
2249 North Broad Street, Philadelphia, 
Pennsylvania 19132is asking for biblio- 
graphical help in developing "Waterloo 



II. " He expects to expand the current 
map board to four times the original 
size which will allow for the accurate 
placement of French units in accord- 
ance with the information found in 
Robert Olson's Waterloo article in the 
May-June 1968 issue. All Scott needs 
is information dealing with ranges of 
weapons, effectiveness of cavalry type6, 
infantry formations and good map 
sources. He already has the complete 
order of battle, which, if interest war- 
rants it, will be published in a future 

issue of this magazine William P, 

Guthrie, 3130 Laurel Avenue, Cheverly, 
Maryland sends us an unusual idea con- 
cerning battlefield replacements in 
Afrika Korps. Too encumbered to be 
reproduced in the General, we do sug- 
gest that readers get in touch with Mr. 
Guthrie if they were interested in ex- 
ploring this unusual "recovery system" 
with its full particulars. In brief, Mr, 
Guthrie's system involves the use of 
blank counters as repair units that would 
be rated as a 0-0-7. His whole idea is 
based on the premise thai "only minor 
damage was sufficient to put a tank out 
of action" thus, as stated many such 
units were back in action within a month 
of sustaining battle damage. .... We are 
overjoyed at the response to Contest 
#27. , , it is always gratifying to have so 
many subscribers actively interested in 
the welfare of wargaming in general, 
The General in particular. The ten 
winners chosen at random are: James 
T. Ellison, Norristown, Pa. ; Richard 





Simmons, Denver, Colorado; Lansing 
Wong, San Francisco; John & Mark 
Balog, Highland, Indiana; Thomas Dow- 
ling, Wheaton, Md. ; Sidney Jolly, La- 
Mesa, California; Ben Brown, Shreve- 
port, Louisiana; Kent Wallace, Wichita, 
Kansas; RichardCitti, Rockville Centre, 
New York; andCy Deavours, Charlottes- 
ville, Virginia. Gift certificates are on 

their way to the above Kudos for 

best articles in last issue go to: David 
Bush, Columbus, Ohio for "Learn to 
Say Nuts, " Andrew P. Engebretson, St. 
Paul, Minnesota for "Belgium - Never, " 
Jared Johnson, Chamblee, Georgia for 
"Success Thru Patience," Ronnie Sal- 
cedo, New Rochelle, N. Y. for "Yes, a 
German Victory in Stalingrad," and 
Geoff K. Burkman, Terrace Park, Ohio 
for "HowtoElim the Russians in 1914. " 
Congrats and a gift certificate to the 

gentlemen named Can't separate 

the chaff from the wheat? Here, in 
brief, are the latest house organs: 
Spartan GladiatoT , 32 pages, mimeo, 
50£, published by Spartan Neutral 
League (Cover Story Vol. 5, No. 3), 
5820 John Avenue, Long Beach, Calif. 
90805; Strategy k Tacties , 32 pages, 
professional offset puhl. , $1.50, from 
Project Analysis Corp. , 50 Fairfield 
Avenue, Albany, N. Y. 12205; Aeolus , 
12 pages, duplicator, deals mainly with 
Diplomacy Games, from Monte Zelaany, 
P.O. Box 1062, Melbourne. Fla. 32901; 
Tactics &t Variants , 32 pages, mimeo, 
30£ (discount to specifically named 
clubs), from publisher John Rancourt, 
38 Sanger Avenue, Waterville, Maine 
04901; Wargarner's Newsletter , 26 
pages, $5.00/yr. subs., semi-offset, 
from 69 Hill Lane, Southampton, Hamp- 
shire, England SOI 5AD; The Galaxian 
and Spacelanes , 18 pages, mimeo, from 
The Galactic Empire, 5756 E. 7th St., 
Tucson, Ari2>ona 85711; Panzcrfaust , 

24 pages, mimeo, 50£, from Box 280, 
RD#2, Sayre, Pa. 18840; The Courier , 
20 pages, mimeo, 35£, from Boldlands, 
P. O. Box 547, Fredericksburg, Va. 
22401; IFW's Cardboard Commander , 
12 pages, mimeo to members only, 
Scott Duncan, 2249 N. Broad Street, 

Philadelphia. Pa. 19132 For those 

sports fanatics interested in how the 
Avalon Hill baseball made out in the 
post-season tournament, the locals 
closed out their successful season fin- 
ishing tourney runner-up behind Spring 
Grove, a team AH was never able to 
defeat during the course of season play. 
Avalon Hill's overall 1968 record was 

25 wins and 8 losses. Bookings for 
1969 pre-season exhibition action for 
the month of May are now being made. 
If your team is interested in travelling 
to our home diamond in Towson (N. 
Baltimore) Maryland, contact Ed Adams 
at Avalon Hill 



OPPONENTS WANTED 

O T..nenUpf S5 member HcJti PBM m all AH 
land game* but (■■■:. Undefeated Si '''»'i I 
cipccuJIj, mp} pLif«'g dr-IVm*- Tinri np garnet 
j.vJ rules --■:.■■: .." please writ* 33)13 We.foid Lint. 
Blrm in|jhani i Alabama JS2I.&, 

The Fighting hQrh has. a Eimiied imauni of 
manpower for balilei, either tide, jny rubra, PBM 
Blitt. (Jennet Hrtht Fowcr AiE Zflttl . 17111 

McViy Apt K F-hinifytlle, All, JSclQS. 

Any line hi Hall Hipki area! FT F opponents 
iJEipti.icly *ii.[c.j .n AK. Jjiila.,.1 aftJ SifJjad 
i*rih*r writ] -Mil] \w*i\ atbtts. Contact Kannrfh 
fcuy. 719 Nr Coalite. Little Hack. Ark, 72205-, 

picnic MOVfl&fn 

OfjOoJMnl wanted for D-Day. You may pick your 
own ude. tlenjtr !rc*min, D40ri Pu-mHue Hnid, Fur* 

Collim. Colorado &QJZ1 

19 year old rank bepnnar v/uhrs opponents for 
AK i prkr Rt.ir.rwl, PBM or Fat* to Face. 
Initieited joining very focal club. Mark Buyce. 
7JH.Wej_t fok 5l", oUrria Park.CaiiE. 9062.0, 
What mi the pirjic efFisiam Military Croup of 
WWII> The WaflcnS*! what L. the xwt efficient 
U Group' Per Torfnkt.pl SS' Jain MU deb ..yw' 
Charles KusmII. 244V p.iffd Ct . Castro Vallev, 

Ulif. 3<M6. ' 

J>t TQ[*ntupf SS i) the lirn*it independent 
Wargames dub. rjoldlind'i recent merger wifh 1 FW 
kava the 50-plui DT5S iiien.Urs fJUBMrt. unn in 
the wafyamLng wculd.WFur hapewned fe the 4&S? 
They met (he Viknnp. Join a truly unique 

Oigiliilatiuri. We bin men from Forsei of Evil, 

AggTsBiHSi ,. 4»d ethers, loin the elite 1 Vikinp. 
13391 Wynanr Drive. Garden Grove. Calif. qfiJ:*! . 
WLI| Ktde: om r> cnaeuW tcuij Afc game L for 
Watetldo erJtCififinuM I* in jc-odcond,) Would 

prefer Waterloo I'll pay piritafcr. fact* Prtrruin, 

3!3l Montrote A»e- Apt.J2. Li Cf*(t*orv Cadif. 
?12H. Phone Z49-fr3o-4 

PiLC M 'T'EC 141 ll' L.i- ■ ". F]l .. 1-. j:, 1 -- :'■ III :l ■:'. 

if(*. AltD -v.-v-l to Ertd? brinJ HHI TlBHM II Il.i 
Gettyibcrj( (iqu^re) cif my c, ^n.. ■-,• , i>i .*■■ Viiwr 
O'Hb. ,|Jr,), 3J31 &urton Ci„ Ufryenr, Calif. 

T«5j?..r , Jiqne. , ati3-fl[>?^ 

Etpnirnir.l ypprprni nrrcJril ftir fttrf-IO-flce 11 

filiti., bttiU pT ttntitn, ii» 14, imUnd. 

GuiJili-i riiL r «nJ SiiJieivejiI. 4 will iiL-y jiiv intr. 
Ildli in* offer It'rire or phone: Gtorj* Grfrenlfc, 
IVYA UrJt Jallcn.Fulkrtoft.Callj'. 5CT-3384 
tbc- SPARTAN Mruirq Camperidon L*ipie ofbn 
Ksenefiti to ym\ Join ErfXRtA «d |t( * pn« e< 
the icbcni TJiu u i he tluh iruiS hpppfiwq ipr (It 
iKirijimiflj world! SPARTA! Ft-f gener^ 
ui ffftmiHoii, QOKMBt Roger Pilmer, 12709 Sca/ite 
Dt Pal™ Vprilfn, iiliF O02'>» 

Wiii[c-fJ] P*upJc to Jain AwA, Hfd™. IF*. *nd tV 
Galiftic Empire!' Any Ailmirils .mtrttcfJ tn PftM, 
Mblimy or Kmtttl Send icamped m f-iJJff«.id 
enifclc-pt cq: Sim RtTM, 21M Mun Sc, No,l 1, 

Sajn^rUi.CaiH ^a^n^ra 

Wi]] PPW SuEge, 19H. juJ/^m 5-Gnd ™*; iiih«T- h 

Liermin, ^nd eti.kif. Ln ]?t4 ridej: sundard game 

1P6I3 Cjn Awa., Suflnyvalf, CiJtf. ?40flFor£>Fi: 
fjMdiJcjJiil uicd oniy once. No pitnti rnunn^. 
Will mm Urn heit: offer over JlW). I wJI piy 
pattgf. Wnte l Mirk H*pr. P O. Boat 763, 

QuittLy.Cili^Lnj^VI 

Win [id, P&W oe uH U fatt opfmner-t (or Bllti. 
Will Oh cither 4rV a^d itl iljiiTLaiil rlffc*, Well 
inimf ill ItTTaji prompOy Dm Hiyinc-rtdl, 7^9 W. 
RoKTynn. Fullcrtntt. CiHidfnu QMS&. Hianr 

L A^-JrUS 

&D*v PBM ■ iviiuJd bkt J Cernnjn wd 3 Allird 

npp&ntnu. AJ1 LluEn riLffrt [Flf ArupviiEr^ Jrr 
Truh'r Th," mil in^nnt: w p* Fiflht Fur \vUi dub. 
Of individually and cttc femrmbefr.fi. Lhvui 
Swii= B le. 7705 Patts Ln.. Sa wia Ar>a. Calif r/2?0C 
Anyone whn li q.ntarairpd in juimna; a nev 

■rargamina -club in SfiiJtKeiii f"*hf. plravr iii.hji:i 

mr. Ketit Colbirh, 2195 Debotih Way, Upbnd, 

CaJif.9l7fl^. 

3mJI cluln uniur Br] T a T CnwaeVt wantt co mernt 
with you! N«d PBM oi ficr to fat* upporienK Tor 
an gamei! Conticr R^hard. ^immeiu. 477 Lr>eu« 
5i,rV.ipr-,Cob SOiiftoT call 3i_5_ i!3 J. 
Dvatht Head thallengei. AH wirjjrnfrt i/i Otn^K 
area! Pleav ervalKl (Uf l-Luler «qi) wn fl layfllUM j 
will be made for F-T-F play and PBM ■ At weit* 
47*1 5i*kfthCll*fTV St., LMtlelon.ColoTaJoaoiBQ, 
tn phone 77I-17-i< 

Adu][ cippanron wintetl for '1914' ?BM Send me 
a Lena and we vnj] work due tulii raj be inert, (te 
Gaiy Iknatdw, UB Adeliid* St., Kjrtford. Cafifl. 

06114. 

W-iitni; fiiirgr A 5-Gr*d cippanpnu Wjf'll he 
(eirnanl la both, to givt- you a <h*r.tel would like 
ro uk lapooniJ rulci in both (.tunrncinent rbka). 
Write for ^ftiili and Initial p-cnHicmi, L.R. 
VilsT.toUTt. 13 Orr^idLu Sj., NcwmV. ft|„ 

I *> J J. I 

The chte *hh fte.i-lt ^Hn K (\ rj nttoiricl iji Afrili 
Korpi, GciIi.jIl*. SulingraiJ, Rimiaru, 0-Day. 
Alliei, Wat*Ht>o. ws ivtll win live or ty mail. 4rh 
H t LcK htj. Ted rLLrpr.aii!, ^7 F.i V 1aii.l>iFl ||vjj . 
Wmin^joii. Orliwuj HBJ>J. 

For sale; one j-Grid. In frcat condition. Cheap, 
R.ith^j[! ^immrjTH plc»*C W^d fStOK ITTVr. Crjntac' 

Kit hard Willwms, M26 Woodsy Fid, Ffl.W, 
WaihingLL-n, D.C. lOOOfi. 



OPPONENTS WANTED 



F JtB 



..,., ,. 



n\ in W 3 »hin 



DC- area Have been pliyinp AH parnM itm l?iv-. 
David GroubCat. '. IU I i Siieci N.W.. W^htuyun. 
PC I0OO1 Phone 34T-J5S3. 
KenegadK ia a puup thai blote Irom &o1dlind. Wc 

hj*f cvei yLriirtj a Itig i .^. lui. incliidinjj S 
newr-pipcr, txwtft membcri. if you jobn, we pow, 
Cociact DbM Spender. f.fcA NW 11 rh A.f Ho» 

Flaion. Flortdi 

The Dual Honarclfy, (h* Bpnotne ot .bove ;T*r*$* 



"«"" 



I l-r. 



U.S.A. J&lfl (hi ofpahiutlon wKlch effrn 
above average uppcirtuflitica far *'l All Ih-tcre^tcd 
Hjuthern OJ A. Warnamen contact Al'l Steven 
Blaekitad, JiQC 5PS. Bon krJ91 McCoy Af^U, Hi 
i2rS!Z 

Wanted: tufa o-n ClfKVf Ssitn*s Inc. I am «ry 
interffPed in- these gametu i w.iuld Lkke i.-j pur<k»K 
a pmr Bob 5alcmo 102fii Cult Blvd.. Sr. 
Pfirrlbui^ Florida 33706, Join Ron Sikec.u'1 

"fftft|-'ej<tacy" t;;uh, 

Ely irei wir|rin>enT Sce-L fa^e » face JontflVt »n 
any game. Can HVri lirnicrd disiariK- Contatt HlII 
HatdlriLin. If! 'J Vr-,i DjW, RIvH . Timpa. Tlojidi 

Jjej Qi Pharia ;ai-4»j. 

A«tidLW»iab!ahmenr.anariiarr,, J4 W'OFil ti ft-. 

Inipmun opfninr-nii rhTejcprifJ ind inrinndar*d- 

jarcd JohnaoTi. 1546 ftochelle Driw, thirthJft, 
treeftll JW3P5, 4S7-B77I, Ml AH Rimci and 
neaily ilk or.3ien. fim cfimt' tjtt (1th ehoice uf 
■ i -.-if. ■■"'i:. 1 -'. 1VH. Crrmanv 3V CUrni if ,-■.-.■--.■ 
»ll r ^.-r.-*l eUnjud ^,i, e ttl | u IlUqt u.i 
reidvin£ all combai as if playing FTF, M«un 
Myrvold. Hwy.25 & A 5t„ Rupert. Idaho 93350. 
All lerrert ancu-ij-rcd 

Mbrtce wiih*i PtiM opponer,ti for AH. watCrbo. 
and fulfill. I u..i. alsu very uitrirsifil in jibliiin^ a 
dub. Comacr Mii:< i. .'-.iic'si . 5 Vynudvicw Lane, 
Alior>qum lllinou cOIOJ. 

Bguu Aimncni War^imini;. j.nn I FW' It hai mort 

to offet tliafl any other club. IFW u truly 
deuiociiEH:! <"ip| ■ ,■-. i- ■ ■ . -. *jmti! in fhn^gp.i area 
Coniiet Paul Cote, 64^1 M. Newland Ave, 

ChKago. I Union 60631 ^^_ 

Op)MHnb waiird Snoiud ke syperiencedTjce tQ 
face only any warjamf. Will iravil. Hh<,n.e weskday 
3:00 P.M. tt> li.flCl Mvt. WrrarmU «rw (w 
ftU-73S5. Call ot wriie Thercn Pi^her. 3S* M<.«T. 

gjgsBSajmfe H * r ^- l|1 - 

Juin AgreULiI Miiiitel Jn.i ' ll nft'pn [rriny iJirli 

thingi ai: Pirn. Cun^ueH, E^ntement. I'Snll. 
r'rt.nnrttJfJrU. Mcdali. Frienoi, tfc. Join raw 1 vV'nie 
Jl.u KfSwtflbvSft *» indbn Orfle. Fair Pecria. 

JlUnoi)tl&Jl.- 

Attentjon waigurieri I .m lookup ftn u.inr 

tern.p«njnn En Stalingrad and AK PBM lidiik; 
only) Uo n&l apply i*nl«i ttr/ good e 



[jintjii [.rrjj 
El]ch*rt Jn-dlailj- 



StaU, 



777VJ Nwifi Miccik 



1 .-. '.li ■!.■■ i'i.i.--i I . Ji ■ !■-■ , ■;.■, Imi ill MrintrT 

□ffemiue. Dnn'i be lefr outtnihe cdld,)alw '■ ..■ ■■■-. . 
Let" now, We *e«p( all sh*Jkn.fj«i, Oberlet 

ru.y Granger, w Fl Hmite Dr.. Sn B 

MLatioihi KanMafi62fr^, 



Wanted. Fvaeclc la t 



'■'V 11 ' 



the u.ii 



of Kj-ntuckt, Leainfiion area WfJI p»y rriMrubli 
prtec far Ch ancdlwifilie game.. Crude* U'lLfkt 
tku ft*, Pkiydr Hall, Unnrniry of Kcthuci.*, 
UxinitlBTi. Ktntnelty ^iJSQv 

Will sell D-Day F»1F COrnJiliifB- Want in buy 
th .ansclortv Jit, any reaaohable price. Warn ru PUM 
Blita. No, WXfL'*. ScaJlnfnad far tile- Ben Bruwn, 
iS*Cano]lton, Shreveport, La njl!|». 
Wantxd fit' opponentc in Shrevepevt Hart^dale 
ar« *;h tmt Sralin. h.^lire. &I1-.1.. Germana 
either blue <no FTP.ii r«ifM(tlve]y. Wani 10 huj 
CnanccliorivJIr. Aciy ceaumibte fame. Qtil Giuwm. 
?5*l Carroiltou. Shrevepon, La. 7] 105. Will sell 
D-Pa.y. 

AriyLUHe wiEhimg u. man 4 fa" I" fate warpme 
dub IP TJe* Olleinl. pliaK tontitt Doug Kcwley, 
5? JJ Bright ran Plate. Mew Urleana. Lauatana 

J01H " 

Fart ro fate wanted in Penobscot Bay area Bulge. 
HftHeflao, 1914 Evik Baku, .19 Hi s h ihna^, 
Clrndtft, Maine 04-843. Tel.(20?) 7SB J152, Ata 

anyone murearidl m a d ub? 

Want PBM opponent* far BmIiw* md r>&»y. Will 
take either aide. Write eo Koben u/Ltdbergej, 2>fD 
Indrpendence- St., Dilio .. Mil 'AlN MPr«c| aJJ 
Itiitrs. Will plaj with ail rules. Accept nm* v.j-, 

traft'w In Bulge, 

Anyone imeieir^d ir, f»e* ro face of PSM pl»ate 
tcHilitt mt Koa«i Ureerukl at 9442101 M wnte 
2000 WtoAim* Dine. Apr.U. u a]ti E h^iie, Mil 

2120.?, 

Hoeh dcr KaucrF To tali tartan,} threaten ua all, Ocal 
-itfc ih*n. ai ruy ,, para: Aim, (^Mlkwykl w.p 
Cutiifie* JIJO Lauj*l Aw., Chcv«ly F Md. 2 HS5. 
Warjja.rniri.fJ tlut ol' American's II Army will ncwci 



bou 



£ tif "'iittdmpad" 



f f - iftii-'firiy t rt rMll >° ' 

wtEh y&u aa the Germans . 

We ir.i|., r salely m SiaJingrad and! ehaUan^a alii 

Ihf BjeuMbW 21H St-gpnlli, Ad.. UuteJ 

rvUljIafld 2DB1C]. 

The Uoal" "Monarchy, 



a p idly r/UWine; 

or^amiarii'tn. u jcarchLnj. For ncvi rnembtra in tJic 
Wtat and MldWeaum USA J^in no*! We PBM 
anybody tn any pmc, Any dub wishing. PbM 



OPPONENTS WANTED 

Dr , Whesron.Md^ 20904. 



CnlFertot of back 
unmunUteJ copies. Vol 
na.l, Quole liberil bur rsiuiv 
shipping charpet. irephen Mcu 
Gardner. Mai* 91440, 



We "'Generals" irrliH 
I nu,l and 4t VuL 3. 



ud L H7 Pine St.. 



Live opponent; for flulgr in Suunn. SIhitf Mi« 
area. Will leH BlftaL tv)4. ChancelnrtvUI r 
Oiiparth*r Over IS prrferud Have car will travel. 
Norman MacDonald, 164 S Franklin St-„ 

HnlhiT^ik.Mmi Ptinnt W 3341. 

Aitention all wrpmrn'- Hut sale t.i rugheCr 
oiddieis. OrwA Reiiysbvug [usiiare>. Tattcs II, 
U-BoiT. All pm<i like new. Mori uaed only fiPrt*, 
it" intffcaKd wnie F. Mj.ir CtaJ*!**, <7t Bairan 
T Lieiipi-Le Apt <i.ShTewrbufy,Ma^OI54 ; > 
Wintrd: fite io f*t _ e uppanenr it. Bolton area. I 
have 10 fnMMA Tj»[1 3T*-«57S cr write Crl« Ptubln, 
^J Strajwr A^e., Wtt tw^.d. fli^y i^n W 
PBM oppunenl v.anE( L l f(,r Sfir.H. AK. [l-DlT! 
Tn. Will tn.rfe Tisnj Jurlind at good c^tsdiiiftn 
Conffonuttori for Diplomacy or Vier Kam and 

t2M. Will bu, IJipinlu. Fanrr, Lrhr, ft(3 So» 

1X9. Battle Cr eek. Michigan 4 &Q17, 

Adult Qppon*n« Lntetested tn, ctuchaaiian. of tn 
pariwipiiiun HI lmor-iJi 

baaed t 

perEtin- Contart Juki* raejutarjac,, 3fl1 D^u^, 

HiiLig!.d!in Hill, Michifran Ttth,, Hnuejhl^n. Midl- 

4W31. 

NovLce deiiici. Atlinl oppon^nu For PSM 

roTTifetLiiun in rhr Battle of the Bulge. Send ih< 

rules by which ye>u wuh to play. All EettaM 

iiLiwrrrd promptly. Jeff Pn^er, S2! 5r,rk Streets 

TfaveraCity, Mklirgan IVntt* 

fleaae! DM injbudj PDM tjiBL hrp.nit ItfdM 

twar If 14, I cm riitimlM 1 goad game. No nueleat 

■ir weather. Will accept and answer IW4 letierf. Tini 

Kirkpalnrk £17 14rh Ave 5E MpU .. Minn 

SS414. 

Desperate Tor fre.ih blutjd! Ctmijuerrd all 

^pptaincin. m *itt ui. FL-jitoJ 1., PBM. ^rjid 

for qtsestionalre to rei: skill. Don 'c wuit 
puabovera! W^rloo, AK. 54Jrad- Uutipkt of Vn 
N^i-yer. Gwf, 333*k Caivll Une. Minneapolw 

MIfif i. 554M, 

A.- i-e i H 'Vi Mometand - . 1 1 -_■: ■ -■ 1,1. ■..„■■ tvafgaming 
icihniiei. Cwvelop gaines and Rime varients. 
FifULipxlL in *LI typ« of P&M tourjuamenti. 
AitMikge yuui niEUibetdiifr nuhI V7th Arrtry 
{ACNCj 5.W. PautMrtfwejL, 1S58 Ho. MUtftTl at, 
Fatil, Minn. 35117, 

AgrrMU. Hnn,e W r, [cr.ling f.^ gn^d .crniitunH 

j|ood nipponentt who aim to Hniah the gatnoi they 
start. II" you qualify, atrte Mik* CW, ?45 w. lloyl. 

St. Faul, MinnsiMi_S_S.ll,?; 

Kt«saa City area pm*n should no; bidci Will play 

in fjnw»r iir lij jilinne. Iti-ri.i iir-ily. 611 Weir fifrih 

foBRff, \tjOBU ClEy. Mluovti 64113, 444o49&. 

Member hyjata; .jSACj. 

I wiiji :o buy ori|pnjl wirpme CTPirioni from 
game design ets i guarantee the OB fot any 
Aiiirii.an War Bade P»r rttimii'-. Inrludr 
wll -addtetied tramped envebpe, Lawlt Rittei, 1a0 

Berwitt Hi., Lhaabcch, N.J. D7Ztl2. ^___^ 

Ckpponenn urinredi Fdr I7l. Day. Con race Col. Da«ld 
Colingeio, AJ&* St., Ef_£ Karbat, N.J. tISiUS, we 

will lie ailiei. Wf |iri.imjyp [n vlrtttllji yrAI. 

"Here come dj Raich 1 Here come da P.eicM" 



lehiwekt ehalle 



ipaa 



Require]. No rule addition! or mibiraciionj. We're 
,'-"''<!J*r-il--i -'-. -«■-■-■-■-■ ..-ir Vtflory, J 09 Keather 
F^ne. Camilla, NV I*U1, All shall how helnre 

u*. 

Games for aalc, Afnka Kotpun cacclltnT condirioit 
with PBM 1114. Stalingrad, and Guadilcanai. 
Never been used. Cuing reasonably. Contact Mr. 
LJiek HLithaeelirtn. H.D. 1 Bat 17-A. 'Bolivar, NY. 

14715 

Nftded, experienetd plsvfr for PBM Bins. 1 am a 
?flB ru__ pU^er -I.,. -.,,.1.1 ttk thr kn^-ledy- «f 
maatefiiiE; ihu pf^e. will put up | iuo^b tight. 
Hubert imithers. £,U. Hck &, Gouvuneue. Mtw 



OPPONENTS WANTF0 

FHM opponents *anre,l im AtT. JliiFge. OOay I'll 
br GermiFi. Alli«, Gc-rmanf. Will «N Guadalcanat 
for 14,00, All UlUt* answried While Fr^pit 
Matthrv. 1Q9 West E-nd Are.. Mampe-qua, New 

Vork tlJSj 

Skilled aduli oppontnli dfirired an i Gud (-1^.6 
play bijanero, AK. t^uad, B.uip (no one way 
rrarTic} and Miii, Only eapp-ieirced warEamers 
wanted. Write Sinphen ■..■■... J lis £iit ta{ Street. 
N.V,G H ,]gwV. Any aide. 



With. 


j|l lV,j..e 1 - L . lf ,-;.jN[fn, III 


At 


a., construct 


scuarea in shoe r>9hts. 


or get 


a container 


with 


jht-ur 


IS »rt(i>jm. hb BT 




1 Ten 4 


dicker 


tjiftit; 


.. Mrw York. 











S-'jfad (apenenced pla^ra onlj You. take 
CCCF. PSav balanct filler 4-S-6 01 dnubledi 
GtHrnin rtplaterpcnl. Latter maie.>mapc KltfrtKlng 
ruic. PAX EtAift ^end LP. arrtft .F.^tFr..^ faVmd 
Gpldwatiar, 245 £. Slit SI, , New Vrjrk, New York 

L_a_M, 

The U rename lujl Filler.. Tl, t ,, e . a JmLnatriiiop. 
profnitei prompt eeiponw to [lOrTeiponde-nce and 
to ovetcottlc m iBthargy chat had overtaken us. 
Kimpijrruppe VLcer, Richard Ciftl, Ifi* Sooth 
Centre A*e„ RodtvUle Ceatrt. Htw Tour 11 570, 
Opportunity wanted for ?DM T?1.4 (itri-iiritiiiL) 
Alan play face to fate moat p.rr.rv Aflt^ortv 

JjhmmTii. 4-tJ* Uartow A"-c„ Sohay.. N.Y. 

rV^i.thUnd ut^, A]Ji-_L .v, ntJ P&M ppponant* for 
K-l'is Ulut Bulec German IVIl German. Wt |H 
undefeaied and are lonkiu^ Cm HfTH worthy 
opponent!. Wolfgang ftouner, FtD 2 bna 4jJ, 
WallJ .il. N^-Yotk 1Z5B3. 

fJeriF FTF plavrTt in ihe Durham, Frinfclin cq,sn[^ 

af*a. Wj| play moat Ah war WTHfa. Als.i. would 
liae. ;. !,,.,.- dub. Owttfeo) Rkhard F. Wl,,-jL f , 
B01 175-3. H.t.1. Louiiburjt, N.C- (Age ISj. 

Opponent for Afrika torfU wanted I am J70O 
(Gerrttanj), Alao all AH m L to F toriEJi: 'arm 5. 
H*jjtw,rt MT, 10fl l>^rwrjod Line, New B«rn, H.C. 

IriSaQ. Long Jive 5t fan It. 



Guadalcanal 



l.ji 



air *4.Sn. I wrEF 



r*) 



pnsiagt ALto would tEle 1 fjc< » fje, opponent 
for AK. Pleftw ecnHLt P-whard Keeehic, 13S1S 
Iligl.li.idr^ Avr, r3r_acUi,J, Oliio AM 3 5 

FTF uppooents lot Stalin... AH. Mid Battlr ill 
Britain. Alro will play athci Art janiei. Mun live in 
far writ lldr or nearby suburb*- L>*vid Fanea*, 
1 5316 Bosemar) r C3e». Ohiu 44 1] 1 . Call hj, H .u<. 

Wanted; onr Gerjimn pliyef rpflf.li for flulee. (jr. 
Htgh thru Kl £ K Sehnnl imrtenti preferiiJf Cm.la V ( 
Terry Hnllern. 3E», [^ft-tdrrL Columt>4i, OflKl 

4_3^J4 ; 

Joipl iiLiwt Agmior*. 10th Army wintl foul Make 
nem friends and ^et lejB of icliDn. "I o join, wtitc: 
Eric Nrlipn, ZUQ lame Cr.. Lrion, Ohiu 4J 373. 

Wanjed PBM opponent, far 5ul1n_ a nd/or Bulge. 
Any side, alt takets accepted, i ji,.. wd| kII 
LeMans., Ta^Eu., 11, »t UUtMi tn . high offei. Came 
dtiijnier!, urire re,! Geoff BurMiam. 715 Mytd*. 

TfJMeaf'ajli.Ohto. ^ 

Wa.iicil' Taee 10 fare or PBM player* for Bint. 
Bu| t r r . D-Day, Cettyiburg, jiattand, italinijrad, or 
ivia. ib to 17. Will ht ihhc-c i.eb- Uve irty/aJI 
optional ruler. Jimer Breniier-, 1813 CtjJIIhgwoad, 
Tpledo.Ohno43fel3. 

Fail In laLr injlrhiri driirerl bv an Ahik'i. meiiiber 

L jiti iiie-dicapped so all maicnet would have to be 

ilmr home, II uircreHrd, turiu.L! . tin haul NeMeT. 

7576 » r ri, Toledo, Ohio *36t>u L Ph Q ™ 

CHJ-6^,5J. 

Want Eacc iii fair ^fpan-ents in the AkronJ^anron 
area fur any AH or o.Dq gami. Contict Don 

Scbaftr. \h/2 KublfiWUtnt (h . Unlr.EKrj*., 01, Its 

44if>S5 CiM ft^&.3rjli3. 

Waited PGM opponent for (AK riihei), S-Ctad 
(RuMianj *r>d *.lcrlo (F'ench], I'll anawei all 
Tetters. FaJ-ly eitperient^rLf Sirg Cm kornmen' Djj 
Gemisthe Beieh Uber Allea' Utt n-gcP: 
WGK*HG5H L 1B34 Conversi Si., W^Krr.innTi, P, 
1513?. 



Viet 



Experienced PSM opponents wanted- .Bulge. lughcH bidd* 
SJT.radi, WiteTlno.GuaH, AK. I prefer e.thrr, eithrr. Lipjv.memt* v 

Gerniafii, Frrnth. either, either. All letters 
answered. ESdaW i.?rtDn»Ji. 1820 Hajriaon. A»e , 7B. 

,N.V. 10453 

Huntington area 



>ime fftr ule Grod I 



IniEuilr 



.3*1= 



]H»r=jrc 



AUfMIOd ~ili mUl f| 

narticialaily. Thoae at H.1IS.. u 

local «tub or playing faee to face contain Henry 

Krujiman, 12 Kttbutw Ave,, t-rwritington Sea. or 

" .C^dda, 11 Edtrn L.... Hu.miputmi.rJ V. 



rJiila,. Cheiletlhim areas wanted. 
Will p]jy *ny warpme nicjn Dtamari.k. Srort 
Univtr, WA Rugliy. Phita.. Penna 191SH PJlona 
LIS 73QJ, 



mijj;.,; 



I We»i 



Teefilfe nnifldt reuuests FTF oppoi 
lihp area. Have Guad. Mjdt.ay. Jutland, fife, 
1914, Watitloo, D-Div, and Civil Wac. [in. Qlaat. 
4*. Mariner Cjrelc. Weil Illlf.N.Y, 1IW5, Will buy 
&B3 



AtpticMnlE Wanted PiflM ofpoPienl Inr B'Lits 
riUd r , Gu-CaniJ (A mc ncanj, E-Giad (2 Gtrnunti, 
Bnbt icirFicr), D-Day (German), 1914 (FrendiJ 
j«l Klein. 170 14 iJrjEh AWl. ,lim»ica„ hV. 

11434 or phone ;iZ-723-H46. 

St Jdfcn't [vfnli 1 . Mi] liar v Strategy Club. Grand 
Central and Lrttipui fl/kways, JamaKa, H,V. 
1 H32. a lakilljr, liII ujj|Jiii«: nil *m\ urw riK-mben 

Wriii for ijifurmaticn. lotll or fufht thla moat 
unnquc ore ar.ua! ran. 



Arhmna! 5i^n u r« Itommeril Dat i3rrnitth* fteieh 
deatrcj belief than average uppuneiiLS. if you wmi 
lwiter twl a i'f rage com petition , wtite ro 
WGK-GHOWl GFM Larry Kaapar, 53 Mt. Lebanon 

Bind... pitatajjh Pj 1&B& 

Warned Fact to flee opponents in Lawrente 

Gouniy. Pa. nit. Abo interfiled in F«r»»Mg AH 
wmpomn dob Call or wire: Ken Hlldebnnd at 
6-7301, 1313 Alb*r[ St. or [>oh Wellee, 2-JS1U. 

I40tJ AJberl Sr Hem C a.ilp, Pa 

Novice P6M. Afrtka Korps. Stalingrai!. ellirjkneg. 
Either side. Also *auld like la fjvr in imjetiud *lur. 
SrniF me deuili Doug rW«. StiH Roottvell Blvd.. 

ntttburgh, Pa. j jlj?" 

Acnckirrg.! Det Furlurr E«ua-drille iir picking up 
mrmbffl fiH! All true warjinicFs 1/1 Penna. should 
join! Att wargamers (tarn Delaware, Maj>[jml. New 
J«wy and vicinity tool AJehard Mnrtori. fr Ctrl. 
Waahington FJtme, Media, Henna,, 3"-D6A 



OPPONENTS WANTED 

Atteniion |Mqs3i*i13e. Te-nn wa.rgainen! C»nt»trn« r 
I II be moving there in Spring o*. I nave most AH 

wjiiraiFirt F.tiJ 1111 fUM equipment Uni 1 tarj. 

eitperlence. Peter Anwfr. 65? F„rview R ej , 
PiU>bur^,Fa, t5Z3*. Age lj. ^ 

Any warmer* a[ kiiiA Culleyv {WilLei-Gam:^ 
Cofltatt Boa l>57. Will alio ?BM Giud.-Japi. 
Jj-LJiy Allirs. All Gcrmarii. Will Fight fim reply. 
FTF mon other pmrv JriF|»Carm]l, 7r^ Nafu*Sr., 

attston.Pa. 13640 

W lf u]d j-l.j lite it, we your wordj of wiidom 
ptmMd renularly m 1 reiL wargaming 'line* Tnrm 
wnte PuM.erfe.usl, Bok 3t0, RD 2, Sttm, nWlt 
1JJ840. Thw 24 f ap "ijift bt«trayrJjiqjl W.n..ai!% 

only teniiper ai] words. 

Rally mLimt tht .^ia.M and Ban. Reli! The a Lorps 
Coflf*d*rare Army Co ngra.ru latex bioihtr Corps 
joimnc Confederal^ Army Wajgammj Frataenity. 

Southern ^reniirrnen nvsy vmi apj.ilitat|f"ii* o.t 

|ohn Rock hula. 14 i? McArlhuj AvuftUf 

Co JurRbia. S&mh Gaf&Ima 2 [ ?204 , i 

Qikuil i|' (he S"Juj, word for friend, and thai is 
whit you'll find if you joie- ApsHoi Homeland: 
why not write and trr? Alio FTF .r. CD. FJadip 
Grant, Bm 4L6, Hil i rntll. South D akrjta JT30I- 
J^ln AjjTciitJf HnmtUnd, Ws *>.nt waj^trafM who 
play For rniuymenr. Write ■ Crrgg Kener, 711 5 

Clc udas, kiau* Falls, a, D.^lOj. 

Democracy, eatnc dcaifjrlinr,, pmeJ, toumajtit lit*, 
ptimt lynem, friendthlp, and egmpetitio-n artr all 
CharacIerLittc of the UnLted Wargafliets ufAhieflta. 
75 n,f rnV-n in twelve Stflrrt Inr.rnteH 1 Wrilr. Mr 
Mart Dumdei, KKW rJllfTU'lH k Pifee, Oonslujn, 

Tcnra.J7S14. 

Uncle 5"te needi you co join a ran ruing r!ub r the 
Itnpetial Lartcen. We have friendly iompetltion 
among members. New Nvar^amtrs welcomed to- the 
club. Coiiiaet Steve Herron. 105 Eaar *th A»e , 

Jo ht»on City. Tenn. 

Warned WttHainri. 10 juin eIlc Impeinl Lmtti* 
(SAO- W* pPorniMyuu PBM {tmts, friifidi, pna*-., 
and .luuj-ntmerni. Wnte to: Ronald Garland 57 
Gr anberty St., JohniOfi City. Tatltr. 37rj01. 
Opponents wttatA for KLr-, 17H. Jutland. Birti, 

and ci%. P3*y a«y >rr a]l . elEm, al«i wi|l play PBM 
1914, JMBph Coopei, 22fW Cl^fi.an Dnw, 
N ia1....il3c.Ttiin : 

Wanred 1 All Fed oppcnani for a game uf AX. 
Gcsnuer Bill Ward, S3 Uot>ntry tlub Luuit, 
Arltiigit.n trij.^ ?/Jflir All JeiiL-n antwtitJ, 
Wha it larking in mtj^i ivjipming Lirganiiatipns is 
confidence in (br eaeCuHVe commanda melicJi li 
one of th' moil r^MneraJ farltifW "fa e^rjntniad 
ur^anieaiion. Jrain the Gestapo. '■-;•:?. Pitts, 1 70S 
LaTlupur Th\u r Ailiiiftion.Tr.aai 76010. 
Wanted: Pace 10 fart fipponrnra, any aide: If you 
di>n"t swn Ui I probably do. CaFy. call BjfrjEt 

SayEuit lu Mr. Lee abuui a ramarch. Call Chudl 

Hollowav, S700 Mjgnetie. BJ Pwq. TtJfaa, Pbon-E 

755JJ31. , 

Tne Irnn TriaTij;le-. Inwineible m imin) ^if minti 
IV«is, rer|uu-ci.ticw WlttlrJlS. We art U-rldtfeawd and 
hite annihilated all uppoution. Will PI1M ant 
game! would rather FTP, Contact. Uavid Hearti. 
4 01 DL ik marl Road. & . » AfflQtl lo. Tcnas 7^2:^4. 
1 will pla* any AH game. FTF mly An, 
eipericnted in UUay, Blitf, Lfl+fHtther, U float, 
Maiiaveiiiem. Tactaa. Gcttfiourg. Verdict II. Will 
learn all nthen. U. M.A- fJamer iiMR.i, Bon 
A54rjb. Sheppaj-d AFB, TEnai 76311. (Near 
ykht.a Falls.) 



Adult PBM opponents wanted for Bllii. Any 
uurfc.ns Udfffa foav, tilliee side. All lenen 
aniwered:- Tom Faulkner, Blue P.idjnj Apr 1, 

Lynchburg. Va. 245.1)1. 

FTF nnly in AK. BuFjjr. TiTiTp "Guad. i> tryv 1*1*1. 
Waterloo. D-Day, Imtand, B-Btltaln. Age 13. 
Willing bs learn oiheji. Steve Tang, 154 a Cait.eion 

Creueni L1r_. H.Fiicn. Va 71070 

Hu Tacomi bocti abindciRtd by Aft* Warn adult 

ttt O Uf m foi FTF pLy. HaMr H^fal £a.nirv and 

will Ity llma«t any thing.. Mo prefudke against 
tivdiartal Capt FLiehird Thunttun. Skat box 

?M3-5, S twni.way.v/..J.. "B3H7 _^^ 

NoricK wilt PBM Sllta, Alt tubs but IIuSm and 
wcatJiej. I have pijchn-loyiLal wattarc. Am blue:. 
All UVfn answered Clnln Irj Waib am! Ore. ien.9 
info. Clubleaa Tnm Sionlee. 1200 Upland LJi,, 

Suniiytide. Wsih 44444 

Will t BM Buuje, Wiitrloo. StaL, AK. All letter! 
imweird I'LL play OrecMM PQM anything. Wi!j 
Totenlupf SS «nfv eiiitance of Spokane Bunch' 
Need new member! [he &&&, UrTy Sfni'.li. tJiJl 
1 OOtS^Tace-ma, Wasii *<fl4vv 

AK appanent^ wanted, vour rEioicr nf ilttei. Gary 
Wafjii. H Til WtlEiiw Faik. TonrrrienrJ, Wash, Vbl.Kir!. 
Priendc, *daiii*n ia w, nudJoRE, cc.t>ntryrnen;eojnt 
tine, come all, to swell and increase our assorted 
wargaming ifoup. Vou'l! never rr^rrrt it 1 Cobcrt 
RekwhSein, 212S Kfffl A«e. p Midn-jn, Wuronsin 

537n.PP.nfnT 2S^J.2iliia. 

Oppunenrt wsntad. fjer f 1 fa?# f-n m.jn HtH ginier. 
Also want to buy Wateiloo or Gettysburg acfuare 
tprefe-ublr Waterlw) rheip in piliyabrr rfjnrlilrr,,!. 
David Bouie, S27 H. SloiV fllwv, Milwaukee. Witt. 
Him Phone asj-O^W. 

Aflult ^ants FTF e-pponenls in rianto FliLnl arta 
Japan. Have AlV. BoB. 5tal, D-Day, Tt&jt* II. 
Bismarck, J-itinvi and 1014. Limited utpfffence , 
Cnntact durmj off duty houn at U.S.M.A.S. ACkdfj 
T«] 3070, C.G. Nelson 2 Houn Fl.j... ViAn^.ta 



